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Accolade, Inc. 

20863 Stevens Creek Blvd. 

Cupertino, CA 95014 

HARDBALL: One or two player game 
featuring 3-dimensionaI field perspec- 
tives. Excellent graphics. Primarily a 
pitcher vs batter game. Joystick only. C- 
64 ($29.95), Apple ($34.95). Circle #2 

LAW OF THE WEST: An interactive 
recreation of a western saga featuring 
approximately a dozen unique charac- 
ters, each of which have a multitude of 
possible conversational outcomes. Four 
different street scenes illustrate the town 
of Gold Gulch. Clever, animated graph- 
ics and humorous dialogue. One player. 
C-64 ($29.95), Apple ($34.95) Circle #3 

Avalon Hill Game Co. 

4517 Harford Road 
Baltimore, MD 21214 
800-638-9292 

GRYPHON: Fantasy arcade adventure 
game. Six levels, three screens featuring 
"multi-plane" graphics which allow 
movement in front of, behind, and be- 
tween structures, plants, etc. C-64/128 
($19.95). Circle #4 

BLACK THUNDER: Automotive, arcade 
adventure game with race cars and bat- 
tle action. Futuristic setting, split-screen 
action, software speech. 14 levels, 32 
screens. C-64/128. ($19.95). Circle #5 
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Broderbund 
17 Paul Drive 
San Rafael, CA 94903 
415-479-1170 

FANTAVISION: A special effects gener- 
ator that allows users to create studio 
quality animated sequences. Animation 
sequences can be saved to self-booting 
data disks, up to 64 frames per sequence. 
Apple 64K. ($49.95). Circle #6 

PRINT SHOP COMPANION: Provides 
Print Shop users with 12 new fonts, 50 
new borders and special editing features. 
Sixteen new drawing tools plus mouse 
control. Permits the capture of graphic 
files from other graphic programs. If you 
like Print Shop, you will love Print Shop 
Companion. Apple 64K. ($39.95). 

Circle #7 

ESSEX: Second in the electronic novel 
series (MIND WHEEL was first). The 
story takes place aboard an intergalactic 
spaceship on a search-and-rescue mis- 
sion. Rated as very challenging. Many 
popular machines. ($44.95). 


BRIMSTONE: Third in the series. 
Follows the adventures of Sir Gawain, 
Knight of King Arthur’s Round Table. 
Rated not as difficult as ESSEX. Many 
popular machines. ($44.95). Circle #9 



Law of the West 



Gryphon 


Electronic Arts 
2755 Campus Drive 
San Mateo, CA 94403 
415-572-ARTS 


MOVIE MAKER: Improved version with 
three animated movies by Gahan Wilson 
and a large selection of new art. Users 
can draw their own frames, let the com- 
puter animate them, and even add a 
sound track. Apple, C-64/128. ($39.95 & 
^® 2 . 95 ). ^10 


EPYX 

1043 Kiel Ct. 
Sunnyvale, CA 


THE EIDOLON: Adventure role-playing 
game with fractal graphics for three di- 
mensional action. The player travels into 
a magical dimension by means of a time 
machine, with the task of deciphering 
the messages of the strange beings found 
there. From Lucasfilm Games. C-64/128, 
Atari 64K. ($39.95). 


KORONIS RIFT: First person strategy 
and adventure game as the player pilots 
a Surface Rover through the Rifts of 
Planet Koronis in 2249 AD. Put together 
the right weapons to destroy the genetic 
clones. From Lucasfilm Games. C- 
64/128, Atari. ($39.95). cirde #12 
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THE WORLD'S GREATEST 
FOOTBALL GAME: Hybrid strat- 
egy/arcade game. You can use a 
"playbook" to design your own plays and 
then test them out arcade style. The 
depth of variety in the playbook is truly 
remarkable. Slow motion replay. There 
are three window views: open field, over- 
head and one-on-one. Some of you may 
recall "Starship Commander" which 
came out for the Apple a few years ago. 
This game was designed by the same 
group (NEXA Corp.) and, like Starship 
Commander exhibits some of the best 
Apple graphics around. One or two 
players. Apple 64K. Circle #13 


JET COMBAT SIMULATOR: Realistic 
flight and combat simulation of the F-15 
Eagle. Take-offs, landings and dogfights. 
Heads up display, practice and combat 
modes, four levels of difficulty. One 
player. C-64. Circle #14 


Firebird 
PO Box 49 
Ramsey, NJ 07446 
201-934-7373 


ELITE: Interstellar game with 3 D 
Vector graphics. Trade and combat in 
the cosmos. 2000 planets in eight galax- 
ies. Britain’s 1985 Adventure Game of 
the Year. It looks impressive. C-64/128, 
Apple. ($29.95 & $34.95). Circle #15 

Hayden Software 
600 Suffolk Street 
Lowell, MA 01854 
617-937-0200 

THE HOLY GRAIL: Text adventure 
game. You are a knight on a quest for 
the Holy Grail. Full sentence parser and 
real-time simulation. Apple, IBM. 
($49.95). Circle #16 


Continued on pg, 15 




The Eidolon 


Koronis Rift 


COMPUTER 

GAMING 

WORLD 

has moved! 

Our new editorial 
address is: 

515 S. HARBOR BLVD. 
SUITE A 
ANAHEIM, CA 
92805 

Our mailing address 
remains: 

P.O. BOX 4566 
ANAHEIM, CA 
92803-4566 



1 love my new 
joK" 


“I have slaved in many dungeons, but the one my new master, Vylgar, 
built for Wizzardz & War Lordz is absolutely the big leagues for hateful 
mutant warriors like me. Behold! 15 levels, over 500 rooms, hundreds of 
my fiendish friends. And enough surprises to keep you trapped down here 
a very, very long time. 

“Fear not. You’ll have a fighting chance. Design an unlimited number 
of characters. Choose their race, class and abilities, and bring them six 
at a time down our 3-D corridors, armed with any of thousands of 
weapons. 

“Take it from a pro monster. This is the biggest, meanest, deadliest 
dungeon ever. And I love it, because more brave adventurers are chal- 
lenging Wizzardz & War Lordz every day. A good thing, too, for I grow 
extremely hungry.” 




A new adventure by James Martin for IBM PC 
and compatibles (requires 128K, 1 disk drive, 
DOS) $49.95 (+ $2.00 shipping and handling. 
Indiana residents add 5 % state sales tax.) 

6752 Covington Creek Trail 

Fort Wayne, Indiana 46804 

(219) 432-2455 Service #17 
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CHANGES 

With this issue CGW begins its sixth year of 
publication. A lot of water has gone under the 
bridge since 1981. Through the trials and 
tribulations that have brought down even some of 
the goliaths of the computer magazine industry, 
CGW has continued to grow (slowly, steadily, but 
surely). 

With the start of our sixth year, we continue our 
never-ceasing task of making CGW better. Many of 
you have asked (some have even begged) that we 
go monthly. Well, although not quite monthly, 

CGW will be increasing frequency to nine times per 
year. You can think of CGW as a monthly with 
minor hiccups in February, July, and October. 
Except for those three months you will see a new 
issue of CGW each month. 

We have always felt that CGW was the most 
timely and in-depth source of information about 
computer games. The new publication schedule can 
only serve to improve this situation. 

You probably have also noted a change in our 
issue numbering scheme. We have done away with 
the old Vol./No. format in favor of a whole 
number system. So rather than 6.1, this issue is 
Number 25. 

All subscriptions have been converted to this 
new numbering system and subscribers can check 
their mailing label to see which is their final issue. 


Subscribers will still receive the number of issues 
for which they have paid (in most cases six or 
twelve) although those subscriptions will take less 
than a year (or less than two years) to fulfill. The 
subscription card in this issue details the new 
subscription rate for nine and 18 issues. 

As you may have noticed elsewhere in this issue, 
CGW has moved to larger quarters. Our new 
editorial office address is 515 S. Harbor Blvd., Suite 
A, Anaheim, CA 92805 (just down the street from 
Disneyland). Please continue to use our P.O. Box 
for all correspondence, orders, etc. (P.O. Box 4566, 
Anaheim, CA 92803-4566). 

Beginning with our last issue (5.5) CGW is being 
printed in Erlanger, KY and is mailed from 
Cincinnati, OH. This means that East Coast 
subscribers will get their issues much faster and 
West Coast subscribers will get theirs only slightly 
later than before. 

CORRECTION 

In 5.5, M. Evan Brooks reviewed the Command 
Series from Microprose. In the biographical blib 
that followed the article we erroneously reported 
that Mr. Brooks attended the Army War College. 
Although he has completed Command & General 
Staff College, he has neither attended nor 
completed the Army War College. 



Now you can live the most powerful legend of them 
all. Introducing HYBORIAN WAR™ a Play-By-Mail 
game where you control the destiny of the Hyborian 
Age of Conan. Aquilonia with her Black Dragon 
knights, slumbering Stygia gathering her wizards, 
the fantastically helmed armies of Kambuija in the 
east. Any one of these kingdoms is yours to rule, or 
choose from over thirty others — unique and 
authentically recreated from the Conan series. 

The absolute gripping power of this world can be 
yours. Send forth your lords and generals to lead 
the armies of invasion. Send forth your heroes to 
adventure, your spys to kidnap nobles, steal 
secrets, and assassinate your enemiesi Decree the 
policies of your land, giving your subjects good 
government or bad. Call upon your priests to speak 
the wisdom of prophecy and council. Command 
the sorcerous incantations of wizards. Indeed, the 
tide of war may turn upon their arcane magics. 
Rule and conquer! It is an age of empire and the 
jeweled thrones of the earth await you. 


WRITE US FOR OUR FREE, NO 
OBLIGATION SET-UP & RULES 


REALITY SIMULATIONS, INC., P.O. BOX 
27576, TEMPE, AZ 85282, (602) 967-7979 


Turn fees are $4. $6. or $8/turn depending on the size of 
country you choose to play. 


ASK US ABOUT OUR DUELMASTERS™ GAME ALSO! 


* 1985 by Conan Properties, Inc. All rights reserved Trademarks of 
Conan Properties. Inc. 
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It was quiet under the blistering Russian sun except for the 
rumble of gunfire off through the hills. Through his binoc- 
ulars, the Soviet lieutenant could see the road leading into the 
dacha. The hedge blocked bis view of most of the ground, and 
nothing could be seen moving among the second story 
windows. His orders were to take his squads and three 134/76 
tanks in and occupy the abandoned country house. 

From the wheatfields of Bussla to the hedgerows of northern 
France, this Is the world of Under Fire, the game of tactical 
World War II combat. Commanding an array of ttrmor, infan- 
try and support guns, take your men into the razor’s edge of 
combat. 

The lieutenant stood up and waved his arm in a circle. 
Around him arose fifty men who deployed in a line. Silently, 
they passed through the cool woods toward the hedge, their 
eyes scanning the windows, their fingers calmly resting on 
the trigger guards of their rifles. 

Men and weapons from the United States, Germany and the 
Soviet Union are represented. The map is a topographic re- 
creation of the ground they fought over, shown in three dif- 
ferent scales. Choose the situational map for the strategic flow 
of battle, or the tactical screen that shows the terrain in 
amazing detail. 

They were SO meters from the hedge when the land exploded 
in smoke and flame. A machine-gun nest spoke from a wtedow, 
sending the patrol to the earth. The hissing rocket from a 
panierfaust caused one of the tanks to explode, its crew bail- 
ing out of all hatches, two Panther tanks moved out from 
under their cover. The lieutenant ran forward in a crouch, 
waving to the squads that were not pinned under fire to follow. 


Strategic and Tactical Maps. 


Computer Requirements: 

Apple® II family of computers (Il-t, He, or lie), 64K 
One disk drive 

Joystick required for IH-; optional for He and He 
Mocklngboard™ optional 

TIME SCALE: varies. 

MAP SCALE: From 12 meters/posltlon to 72 meters. 
UNIT SCALE: Infantry squad. Individual tanks and 
guns. 

PLAYERS: One or two, also recommended for team 
play. 

PLAYINQ TIME: From 10 minutes for a two-squad 
battle to five hours for 32-squad flreflght. 

COMPLEXITY: High. 

SOLITAIRE SUITABILTY: Very high. 

Under Fire la The Avalon Hill Game Company’s trademark for its 
Microcomputer Game of World War II Infantry Combat 


Front line combat is never predictable. Hidden units can 
appear out of nowhere, attack and vanish again. If caught in 
the open, a green squad can break and suffer horrendous 
casualties, whUe veterans rush for cover. In Under Fire, squads 
are rated for morale and training. The computer handles aU 
line-of-sight problems, and can direct the fire of your units. 
Without the complexities of figuring odds and terrain charts, 
finding the proper strategy depends upon instinct and 
experience. All of the uncertainties of combat are present. 

The lieutenant and hie patrol moved swiftly and methodi- 
cally through the woods. One of the TS4’s entered the yard and 
was trading shots with the Panther. A Oerman squad was 
suddenly flushed Arom their hidden position and was cut down 
by the tank’s machine gun. 

Under Fire, lets you begin play immediately! All orders are 
entered using simple keyboard or joystick commands, and 
there is a helpful tutorial in the rulebook to take you step-by- 
step into your first battle. The nine scenarios range from open- 
field flreflghts to house-to-house conflict. Each scenario can 
be different when you change the ten variables, including 
nationality, sklU level and victory conditions. 


A Wargame Construction Set! 

Design your own maps and scenarios. It’s easy with Under Fire. The 
Mapmaker disk can re-create the bocage of Normandy, the Russian 
steppes and the final assault on Berlin! Design the order of battle to 
emphasize infantry, armor or a mixture of the two. Choose among 
other factors, the weather, map scale, general orders and victory con- 
ditions. Order a squad to attack or defend terrain, destroy the enemy, 
delay the advance or break out of the pocket. Finally, save your own 
scenarios to disk and they’ll be ready to play anytime (the computer 
is always willing to play). Here’s what you get: 

• Three disks: containing the game, a roster of German, Russian 
and American Infantry and tanks, and nine scenarios. The Mapmaker 
disk helps you create maps for your own scenarios. 

■ • An extensive rulebook, containing all the rules, tactical notes, 
a tutorial to start you on your first scenario right away, and an index 
of screen c?ynmands. $59.98 




SI Time 


Century 



' Slip any one of these game 
disks into your computer, and 
you’ll be transported back in time 
to the 1800’s, to relive three of 
the most exciting periods of 
that century. 

SIX-GUN SHOOTOUT" will take 
you back to the wild, wild West, 
where you’ll recreate the famous 
nun battles of such heroes/out- 
laws as Billy the Kid, the Earp 
brothers. Bat Masterson and Doc 


Holliday. Imagine all the best 
westerns you've ever read about 
or seen.... this action-packed 
game lets them come true! 
BAHLE OF ANTIETAM" brings 
back one fateful day, September 
17, 1862, when the Gray and the 
Blue clashed so fiercely that it 
came to be the bloodiest day of 
the Civil War. This grand-tactical 
simulation is so detailed, combat 
is resolved down to the individual 


soldier. Beginner, Intermediate and 
Advanced Games are provided so 
wargamers of all levels can try 
their hands at rewriting history. 

COLONIAL CONQUEST" spans the 
late 1800’s and early 1900’s that 
marked the Age of Imperialism. 
This fun and easy-to-play game 
of global domination puts you in 
charge of one of six colonial 
powers - the U.S., Great Britain, 
Germany, France, Russia, and 


C-64 (Commodore 64). ATARI, and APPLE are 


trademarks of Commodore Electronics. Ltd.. Atari 


. Inc., and Apple Computer, Inc., respectively. 


Japan. Your goal: To conquer the world any 
way you can — through subversion, 
espionage, or sheer military muscle. 

To pick up these tickets to the past, you'll 
need to see your time travel agency today. 
(It’s cleverly disguised as your local software/ 
computer or game store.) 

If there are no convenient stores near you, 
VISA & M/C holders can order our time 
machines directly by calling 800-227-1617, 
ext. 335 (toll free). In California, call 800- 
772-3545, ext. 335. 

Please specify computer format and add 
$2.00 for shipping and handling. 

To order by mail, send your check to: 
STRATEGIC SIMULATIONS, INC., 883 Stierlin 
Road, Bldg. A-200, Mountain View, CA 
94043. (California residents, add 7% sales 
tax.) All our games carry a “14 -day satisfac- 
tion or your money back’’ guarantee. 

WRITE FOR A FREE COLOR CATALOG OF ALL 
OUR GAMES. 


©1985 by 
Strategic 
Simulations. 

Inc. 

All rights 

reserved. stratcgic siMuiATior^s, inc. 



Circle Reader Service #20 



MYSTERY! INTRIGUE! ADVENTURE! EXPLORE THE WORLD'S GREAT CITIES AS YOU STALK 
A MASTER THIEF TO THE FAR CORNERS OF THE GLOBE! 


''Excuse me, 

have you seen this woman? 


// 


s 


OMEONE HAS 
MADE OFF WITH 


the Statue of Liberty’s 
torch , . . and you've been 
assigned to the case! This 
could only be the work 
of Carmen Sandiego and 
her gang— the dastardly 
crew that has sworn to 
swipe each and every 
one of the world's most 
famous landmarks 
and treasures. 



You’re off on a whirl- 
wind international 
chase! From London, to 
Bamako, to Peking, to 
Kathmandu. ..you'll find 
yourself in one strange 
city after another, with 
only your Crime Com- 
puter and your trusty 
copy of The World 
Almanac to guide you. 
You’ll learn to use your 



->fei^'EXPtORATtONS 


WHERE IN THE WORLD IS 
CARMEN SANDIEGO? 


BY DANE BIGHAM 


WHERE IN THE WORLD IS CARMEN SANDIEGO? combines all the best aspects 
of graphic adventures, mysteries, and arcade animation in a captivating crook's tour 
of the world. It comes complete with The World Almanac® and Police Dossier on 
Carmen and her gang. Players can work together, with one operating the computer 
while the other scours The Almanac and Dossier for vital information. With 10 
possible suspects, 30 cities, and nearly 1,000 clues, Carmen Sandiego is a different 
game every time you play— for endless hours of family entertainment. 


computer and Almanac 
together to find your way 
around and decipher the 
clues you uncover. And, 
with enough dogged 
detective work, you’ll 
soon collar the cunning 
culprit. 



But don’t get over- 
confident! The Mona Lisa, 
The Crown Jewels. . . 
you’ve got more treasures 
to protect, more cases 
to crack, more crooks 
to catch. 

So now that you 
know what you’re up 
against, what in the 
world are you waiting for? 


Brrjderbund 


WHERE IN THE WORLD IS CARMEN SANDIEGO? is available for Apple personal computers. Look for it at your favorite Brpderbund Software dealer. For more 
information about Brpderbund products, please write us at 17 Paul Drive, San Rafael, California 94903-2101. Apple is a registered trademark of Apple Computer, Inc. 
The World Almanac is a registered trademark of Newspaper Enterprise Association, Inc. © 1985 Br0derbund Software, Inc. 
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Bring Your Computer to the Dark Ages... 


15 DAY FREE TRIAL! 


DRAGONFIRE"” 

The Dungeon Master's Assistant 

• Generate Monsters and Characters 

• Store your favorite characters on disk 

• Resolve Combat and Encounters 

• Determine Treasure and Weather 

• Customize it to Any Gaming System 

• Dozens of Other Features 


HANDBOOK OF HORRORS” 

Encounters at the Touch of a Button 


• Dozens of completely new monsters 

• Individualized hits, stats., etc. 

• Automatic Encounter Tables 

• Add your own Monsters and Tables 

• Fully integrated with DRAGONFIRE 


DRAGONFIRE: ONLY $24.95 

WITH HANDBOOK OF HORRORS: $49.95 

HANDBOOK OF HORRORS ALONE: $29.95 
(Requires Dragonfire) 

18 X 24" DRAGONFIRE POSTER: $8.00 
Please add $3.00 shipping to all orders. 


To Order call: 

1-800-343-0664 ext. 6400 

(In Mass., call 1-800-322-1238) 

Please specify Apple, Commodore 64, 
or IBM. 

Reserve now for Atari, TRS-80. 



Revolutionize the way you DM! With DRAGONFIRE^” and the 
HANDBOOK OF HORRORS^”, your favorite gaming system is only a keystroke 
away. Roll encounters, resolve combat, generate monsters, treasures, characters, 
even weather from your Apple II, Commodore 64 or IBM. Free yourself for the 
creative side of Game Mastering! Full refund if not satisfied for 15 days. 
MC/Visa orders, call 1-800-343-0664 ext. 6400 (1-800-322-1238 in Mass.) or write 
Magicware, P.O. Box 1181, Cambridge, MA 02238. Send $1.00 for Brochure. 



by William Harrington 

UNDER FIRE! (UF!) is Ralph "T.A.C." Bosson’s 
sophisticated, highly playable game of tactical 
World War II combat. UF! is also a sophisticated 
Wargame Construction Set that enables the creative 
wargamer to design his own scenarios and battle 
fields from the desert killing ground of the 
Kasserine Pass in North Africa to the desperate 
street battles amid the frozen rubble of Stalingrad, 
anywhere your imagination and your Apple II can 
take you. UF! is also a gaming "system." Its "open 
architecture" is designed to expand and grow with 
new maps, scenarios, units and advanced capabili- 
ties to keep UF! on the cutting edge of computer 
war gaming in months and even years to come! 

"OK YOU GUYS, LISTEN UP" 

Just as in actual combat it’s the little things that 
can make all the difference. For example, how the 
UF! rule book starts you right off learning the 
gaming system by playing a few turns of a sample 
scenario from the game! Now you don’t have to 
feel guilty about booting the disk before you read 
the manual. In addition to the rules themselves, the 
game manuals include statistics on weaponry, and 
interview with the author and even a glossary of GI 
"slang". 

"SMOKE ’EM IF YA GOT ’EM" 

UF! is currently available for Apple II plus. He 
or lie computer systems with at least 64K of RAM. 
You’ll need a self-centering joystick on the II Plus, 
optional on the He, to enter commands. The system 
supports the Mockingboard(tm) sound effect gen- 
erator for even greater realism. 

The "Original Units and Scenario" disk includes 
WWII infantry, armor, self propelled artillery and 
motorized units from the United States, Germany 
and the Soviet Union. Up to 32 units may be en- 
gaged at any time. In the future Avalon Hill will 
provide "Extended Units Disks" to expand the units 
types, nationalities, and weaponry currently avail- 
able in the game. Game set up begins with the 
computer automatically selecting the "Order of Bat- 
tle" or, optionally players may elect to "Purchase" 
their own units. Even the game scale may be ad- 
justed from 12 to 72 meters per position to support 
a simple squad level firefight to a full blown ar- 
mored battle. In addition players may elect a lim- 
ited supply option to more accurately reflect the 
choices commanders must make with never enough 
men or material. 

Terrain in UF! is multi-level and includes 
woods, depressions, rough, stone walls, hedges, 
buildings, hills, open country, water and roads. 
Bosson has even included the choice of season to 
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further add to the realism. In winter frozen rivers 
may be crossed while defoliated trees no longer 
provide adequate cover. In spring the flooded rivers 
turn treacherous. Yes you can even lose a vehicle in 
the river if you’re not careful! Some terrain types 
may even be demolished including roads, bridges, 
buildings and stone walls. Create a road block and 
even blow a bride or two. (Hum - might make an 
interesting commando scenario out of that!) 

"KILROY WAS HERE!" 

Your weapons include rifles, assorted machine 
guns, bazookas, panzerfausts, flamethrowers, mor- 
tars, artillery and even the occasional satchel 
charge. Vehicle types include a wide range of 
tanks, self propelled guns, tank destroyers and as- 
sorted trucks and supply vehicles. Infantry squad 
types include standard infantry, mountain troops, 
engineers and even paratroops. 

One very innovative concept is the deliberate 
lack of "Victory" conditions. In UF! victory is 
whatever the player or players decide it is. Victory 
belongs to who ever is left to claim it. Each sce- 
nario includes a "mission" or objective, such as a 
meeting engagement, attempted breakout or dogged 
defense. How well that objective was carried out is 
for the players to decide. Victory or defeat in UF! 
can be just as certain or as dubious as battle so of- 
ten is amid the confusion and uncertainty of com- 
bat. 

Entirely menu driven, the game’s options are 
selected with a flick of the joystick or a single 
keystroke. Gone is the traditional Hex grid. The 
UF! map employs an invisible background grid to 
regulate movement with approximately 3,000 
available positions! Use the keyboard or simply 
point your joystick in the proper direction, hit the 
fire button and watch as your units "Move Ouf'.The 
hi-res color maps portray multi-level terrain, as- 
sorted buildings and motorized, armored and in- 
fantry units, all in three-dimensional overhead 
perspective. In addition UF includes a "Zoom" fea- 
ture that allows the player to select one of three 
different views, a Situation Map that provides an 
overall panorama, a Strategic Map that offers a 
1/12 view of the Situation Map and finally a Tac- 
tical Map that provides an even closer view! UF! 

Continued on pg. 46 

11 





Quest of the Avatar 


Which is not to say there’s no evil in the world! 
Monsters abound, and you will do much fighting 
beford your quest is over. But while combat is im- 
portant, the focus of the game remains your char- 
acter’s development in the eight attributes. And be- 
lieve me, the game is watching your every action. It 
knows when you lie, cheat, or steal, and you will 
be penalized accordingly. Thieves do not become 
Avatars. Nor do cowards or liars. You will have to 
walk the straight and narrow path to get through 
this one. 


You sit in the old gypsy woman’s wagon, your 
head swimming from the heavy incense, your hands 
tightly clutching a small silver ankh. On the table 
before you lie two cards, one representing the 
virtue of Valor, the other representing the virtue of 
Justice. As though from a distance, the gypsy’s 
voice floats across to you, saying; "Consider this: 
Thou hast been sent to secure a needed treaty with 
a distant lord. Thy host is agreeable to the proposal, 
but insults thy country at dinner. Dost thou: a) 
Valiantly bear the slurs or b) Justly rise and de- 
mand an apology?". 

For long moments you sit, considering your 
answer. This is the last of seven such questions, and 
you aren’t really sure yet what’s going on here. But 
you have the feeling that whatever it is, it’s very 
important. So you make your final choice, and you 
hear the gypsy again: "Thy path has been chosen". 
Before you can ask a question of your own, every- 
thing turns dark, and when you can see again, you 
find yourself in a different land, as a different 
person... 

So begins Ultima IV - Quest of the Avatar. You, 
an ordinary person, are called upon to make the 
long and arduous journey that will culminate in 
your becoming an Avatar, a perfect mortal. There 
is no central evil to defeat here; no Mondain, no 
Minax, no Exodus awaits you. Rather, this is a 
quest where you seek to perfect your inner being, 
to become enlightened in the eight virtues of Com- 
passion, Valor, Honor, Justice, Humility, Sacrifice, 
Spirituality, and Honesty. 


Fortunately, you don’t have to do it alone. As 
you proceed on your journey, you will find others 
who will join you, until you have eight altogether 
in your party, one from each of the major profes- 
sions: Shepherd, Tinker, Bard, Druid, Fighter, 
Ranger, Paladin, and Mage. You will start out in 
one of these professions yourself. Which one is de- 
termined by your answers to the seven questions 
that the gypsy woman asks you at the beginning of 
the game. Thus your character is determined by 
your own personal ethics, rather than simply 
choosing a character at will. 



You begin, alone, outside your home town 
(which varies according to profession) with some 
food, money, armor, and a weapon. You will not 
necessarily be level one; the closer your answers are 
to the ’ideal’ of the profession, the higher your 
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starting level will be. For instance, my Fighter be- 
gan at level three, and my Mage at level two. 

Check your stats at the beginning so you know 
what you are and what you have with with you. 

Now the quest begins in earnest. You will have 
to visit all the towns and villages, as well as dun- 
geons and other places, usually many times. It is 
imperative to talk to everyone you meet (and don’t 
forget those little out of the way places behind 
buildings!). There is an amazing amount of infor- 
mation you must acquire about stones, runes, 
mantras, shrines, spells, magical items, and other 
things, and it will take you quite some time to do 
that. Make a list for each town and village of the 
people you meet there and what they have to say. 
Often, a person in one town will refer you to 
someone in another town, but they don’t always tell 
you which one. It’s important to know where ev- 
eryone is so you can get them quickly. 

Frequent visits to the castle of Lord British are 
also necessary. Lord British can be very helpful to 
you in several ways, among them, raising your level 
when you have enough experience (this goes for all 
members of the party), and healing your party of 
injuries. Hawkwind, who resides in the castle, will 
tell you how you are doing in regard to your at- 
tributes, and how far along you are towards en- 
lightenment in the eight virtues. Talk to him often. 

It’s a big world out there, so be prepared for a 
lot of travelling. There are several ways of getting 
around. You can walk, ride horses, sail a ship, go 
through the moon gates, or (when you learn how) 
cast moon gate spells of your own. In the begin- 
ning, of course, you’ll have to hoof it or use the 
gates. Careful reading of the manual, and equally 
careful study of the beautiful map that comes with 
the game, will help you to use the gates most effi- 
ciently. Some places can only be reached via moon 
gates, so it helps to know where you’re going. 

Unfortunately, as you travel the land, you will 
be bothered by all manner of rude pests, such as 
ores, skeletons, rogues, trolls, lava lizards, daemons, 
dragons, balrogs, and so on. You’ll find a few nasty 
types in the oceans, too. At these times, you’ll just 
have to fight it out. Luckily for you, this time, the 
monsters are scaled to your party and experience, 
so you needn’t worry that your level two Druid will 
be up against hordes of ores or several dragons. 

You have a much better chance of surviving an 
encounter now, and you can, if necessary, run away 
(and the monsters won’t follow you if you run from 
combat). 

As in the previous Ultima, the screen switches 



to a close-up of the combat area, and you direct 
each member of the party individually. Members 
can move, fight, cast spells, or (if they are severely 
wounded) be moved off the screen and away from 
the fighting (you can’t bring them back in again, so 
be careful here!). Fighting ends when all the mon- 
sters are killed or have fled, or when everyone in 
your party is dead or you’ve run away. Experience 
is given only for direct kills by an individual party 
member. Wounding doesn’t count. You may or may 
not get a chest of gold (and only gold) to open, and 
as you might guess, they are usually trapped. Treat 
them with care. 

The best way to handle combat is to get distance 
weapons (slings and bows) as soon as you can. Ev- 
ery profession can use a sling, and most can use a 
bow. You want to get them monsters before they 
get too close to you! Just remember to position your 
party members properly; they can only shoot along 
straight lines, but monsters can use the diagonals. 

One problem with combat is that you usually 
end up getting hurt. Fortunately, there are several 
ways of healing up. First, you can visit Lord 
British, but he may not be close by. If you have 
someone in the party who can cast healing spells, 
you can be restored in that fashion. You can stop 
off at a healing booth in almost any town, but 
those are rather expensive. You can also try camp- 
ing in the outdoors, which will heal injuries (except 
poison), however you could also be ambushed while 
you sleep (not fun!). The best way to heal up is to 
go to almost any town and spend a night in the inn. 
They are relatively safe, and usually fairly cheap. 

Sooner or later, you’ll be visiting the dungeons. 
Before you do this, I suggest stocking up on magi- 
cal mapping gems, as they will make your life 
much easier down there. In the depths you will 
find much the same types of monsters as above 
ground, and most of the time, you can see them 
coming (avoiding them, however, is another mat- 
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ter). The dungeons are divided into corridors, 
where you may or may not come across monsters, 
and rooms, which are almost always full of them, 
and in rooms you will be in combat mode auto- 
matically. Make sure you know which way you’re 
going, because after you leave a room, all the 
monsters are regenerated. ..and you really don’t want 
to fight them twice, do you? (I didn’t think so!) 

One thing to watch out for in the dungeons 
(especially the Abyss) is hidden doors. These don’t 
show up on your gems; you have to find them for 
yourself, by stepping on a certain part of the floor, 
or touching a certain part of a wall. Often, this is 
the only way to reach the altar rooms, so it’s best 
not to overlook them. This is one reason why the 
gems are so important. If the map shows you that a 
room should lead somewhere, but you don’t see a 
door in the room leading there, it’s a pretty sure 
bet that a hidden door is the answer. 

And finally, the Abyss. You have all the stones, 
you’ve become a partial Avatar in the eight virtues, 
you have all the magical items you need. Now 
you’re ready for the last stage of the quest, to pen- 
etrate to the lowest level of the Abyss, to reach the 
Chamber of the Codex, and to read the Codex, thus 
proving yourself to be a true Avatar. 

Well folks, the Abyss ain’t a fun place. It is 
mean. It is cruel. It is unforgiving. It is eight levels 
of nasty monsters, sneaky traps, and cleverly con- 
cealed secret doors. It will take you a long time to 
get through this one, and you have to do it all in 
one sitting, because you cannot save in the dun- 
geons. So you better be very well prepared before 
you attempt it. 



You can’t have enough reagents (which you need 
to cast spells). Mix up batches of spells beforehand, 
and buy more reagents before you go in. You will 
be casting a lot of spells as you go through the 
Abyss, and you don’t want to run out of reagents 
when you’re near your goal (or at any other time, 
for that matter). Bring lots of gems with you, and 
map out each level as you reach it. Correct map- 
ping is crucial down there; one wrong turn, and 
you will find yourself going in circles, fighting the 
same monsters over and over again. 

Keep in mind, however, that you aren’t here to 
fight; your goal is to get down to the Codex Cham- 
ber as quickly as possible. Fight only when you 
have to, and run through rooms wjierever you can. 
Often it is not necessary to kill e'/ery monster in a 
room to get by; take out the really dangerous ones 
and keep going. Of course, there will be times 
when you have to wipe out the entire nest of nas- 


ties, since you can’t search for secret doors with 
monsters pounding on you (you could try, but I 
don’t recommend it), and you can’t move very well 
when the monsters are blocking your way. Other- 
wise, though, the watchword is: keep moving! 

So, here you are (what’s left of you) at the 
Codex door. Is it over? Not quite. Now, you have 
to prove you’re an Avatar... as though everything 
you’ve been through wasn’t enough! You have to 
answer twelve questions before you can read the 
Codex... and you had better be right the first time 
you answer each one. This is especially true for the 
early Apple versions. If you give a wrong answer, 
or make a typo, you will be kicked out of the 
Abyss entirely, and you will have to go through it 
all over again, the whole eight levels (scream). Lord 
British is making a change to this for future ver- 
sions (which may be out by the time you read this), 
and you’ll get a second chance if you blow it the 
first time. However, just to be on the safe side (if 
there is such a thing), take your time, and answer 
each question carefully... very carefully! 

If any fault can be found in this incredible 
game, it would be in the fact that experience is 
gained only from combat, and in the later stages of 
the adventure, this tends to become a little tedious. 
Since the major theme of the game is the develop- 
ment of your character’s virtues, it might have been 
a good idea to allow experience to be granted for 
accomplishing certain tasks, as well as vanquishing 
monsters, at least insofar as the major character 
(you) is concerned. Still, this is a relatively minor 
quibble, since there are ways to avoid excessive 
fighting with the moon gate spell, and the game 
design and execution overall simply dwarfs petty 
complaints. 

So, as you can see, there is a lot to this one. 
Fortunately, everything you need to know can be 
found in the two manuals - The History of Britta- 
nia and The Book of Magic Spells - or by talking 
to the various characters in the game. All the in- 
formation is available; you just have to dig it out. 

So expect to be spending quite some time with this 
epic... it’s a major undertaking! 

The game comes on two double-sided disks, 
along with the two manuals, command card, and 
beautiful (and useful) cloth map. Single or dual 
drives are supported; two drives are recommended. 
A minimum of 64K is required to run the program. 

Bottom line: What are you waiting for? This will 
be a classic... go get it!! 

Copyright (c) 1985 by Scorpia, all rights re- 
served. 
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PEEK (Con.) 

INCA: Text adventure in the TimeQuest 
series. You are on an adventure to find 
the treasures of the Incas. Contains a 
manuscript which provides clues and 
tips. Apple, IBM. ($49.95). Circle #24 

• 

COMPUTER NOVEL 
CONSTRUCTION SET: A toolkit for 
users who want to design their own text 
adventures. The Mac version uses win- 
dows and a mouse to speed up design. 
Part of the TimeQuest series. Mac, 
Apple, IBM. ($49.95). Circle #25 


Simon & Schuster 
Simon & Schuster Bldg. 

1230 Avenue of the Americas 
New York, NY 10020 
212-245-6400 


STAR TREK: THE KOBAYASHI 
ALTERNATIVE: Interactive text ad- 
venture game. As Captain Kirk your job 
is to recover a missing Federation ship. 
Success depends on balancing force with 
diplomacy. Window techniques provide 
multiple channels of information to the 
player, along with a "personality 
database" for each Star Trek character. 
C-64, Apple, IBM. ($39.95). Circle #26 

Simpletec, Inc. 

1852 Century Place, #130 
Atlanta, GA 30345 
404-320-9252 


HardBall: 

The game thatll turn 
your Ferrari into 
a pinch hitter. 



Baseball, so real and lifelike that you'll 
bench your Ferrari! Thats HardBall, 
quite simply the most real- 
istic sports simulation game of 
ail time. In just five minutes 
you'll see that all other com- 
puter baseball games are minor 
league compared to HardBall. 
You'll swear you're watching 
the Saturday afternoon "Game 
of the Week" on network 
television! 

Hardball plays as a field- 
action game ora manager-strategy 
game— or both. Watch curveballs actually 
drop over the plate, listen to the umpire yell "strike three” 
or consult the manager's screen for a key substitution. You can even 
position the infield and outfield to match 
the batter's style or game situation. 


SHUTTLE DESIGNER: Created by 
NASA aerospace engineers in Huntsville, 
AL. Teaches basic rocket development 
theory as you experiment with various 
designs and then watch a graphic simu- 
lation of take off and orbit. A sophisti- 
cated package. Apple, IBM. ($39.95) 

Circle #27 

Strategic Games Publications 
227 Sinclair Avenue 
Staten Island, NY 10312 

SKARN’S KEEP: Standard text adven- 
ture. Meet a wizard. Go on a quest. Find 
a ring. Make a fortune. Yawn. C-64. 

Circle #28 


For dealer information contact: Accolade Inc., 20863 Stevens Creek Boulevard, 
Cupertino, CA 95014,(408) 446-5757 All rights reserved © 1985. 
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step right in! Don’t mind the confu- 
sion; we haven’t quite finished cleaning up 
after all tlie holiday celebrations (who put 
those canapes in the disk drive???), but we 
did manage to keep your favorite chair free 
and clear. So just settle in by the fireplace, 
try not to stare at Fred’s shrunken-head 
garland (we simply couldn’t persuade him 
not to hang it up), and we’ll take a look 
back at adventure gaming in 1985. 

For much of the year, it was pretty dry 
as far as adventures were concerned; few 
games of note were published, and it 
wasn’t until late summer into fall that 
things began to pep up a bit. Then four 
major games came out, practically on each 
others heels: Electronic Arts’ The Bard’s 
Tale (reviewed last issue); Lord British’s 
long-awaited Ultima IV (reviewed this is- 
sue), Simon and Schuster’s Star Trek ad- 
venture The Kobavashi Alternative 
(review next issue), and Infocom’s ground- 
breaking A Mind Forever Voyaging (in a 



future issue). 

These four games in themselves pro- 
vide a hefty feast for the starved adven- 
turer, and guarantee many hours of play- 



Vear Ip 


ing pleasure and frustration. And for those 
who might prefer "lighter eating", a fairly 
decent selection of games in the novice to 
experienced range were also available. 

Penguin Software came out with two 
games in the novice-to-intermediate level, 
RingQuest (a followup to The Quest , and 
much better), and Crimson Crown (a fol- 
lowup to Transvlvania l. While neither of 
these will give the very experienced player 
much trouble, the graphics (as might be 
expected from Penguin) are quite good, 
and the games are suitable for anyone who 
feels in the mood for some light adventur- 
ing. 

Bantam Books published an interest- 
ing, and quite different, graphic adventure, 
I. Damiano . It takes place in medieval 
Italy, and the emphasis is more on the 
good and evil actions of the main charac- 
ter, Damiano (that’s you), rather than on 
problem-solving per se. Still there are 
many tricky situations in the game that 
require careful thought (and occasionally 
fast action). While it’s not to everyone’s 
taste, if you’re looking for something a lit- 
tle bit different, you might want to check 
this one out. 

Infocom, of course, was not idle. Aside 
from Mind, two new games came from 
their stable: Wishbringer (discussed in my 


■|Iin>UKli suaiiitc, vav«Hc zones >our w«y will I>c shown 
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column last issue), for the novice player, 
and Spellbreaker . just arriving in the 
stores as I write this (need you ask? Nat- 
urally it will be in a future column!). 
Spellbreaker is the final chapter in the 
Enchanter trilogy, and is designed for the 
experienced adventurer. 

Sierra/Online published King’s Quest 
II - Romancing The Throne , the sequel to 
their popular King’s Quest adventure. This 
time around. King Graham is looking for a 
wife, and naturally his quest will not be an 
easy one. Neat graphics and some tricky 
puzzles should keep you on the hunt for 
awhile. For the intermediate adventurer. 

Synapse/Broderbund released two 
more titles in their "Electronic Novel" se- 
ries: Brimstone and Essex. Both are similar 



to Mindwheel in design and packaging, 
including a hard-bound book from which 
you enter a randomly-chosen word in or- 
der to play the game (and which seems to 
be its only function in Brimstone). In 
Brimstone , you take the part of a knight of 
the Round Table, Sir Gawain, and embark 
on a mysterious dream-adventure. In Es- 
sex . you command a spaceship sent on a 
search and rescue mission to save the 
galaxy from destruction. Both are inter- 
mediate and up level, and would be more 
fun to play if it were not for the excessive 
disk access (a problem that also plagued 
Mindwheel), which becomes annoying, 
even exasperating, after awhile. Wear a 
good pair of earmuffs when you play these 
games. 

A new company, Angelsoft/Mindscape, 
has arrived on the scene with several in- 
triguing adventures, billed as "interactive 
fiction", including The Mist , Voodoo Is- 
land . and Forbidden Castle . The Mist is 
based on the Stephen King book of the 
same name. A mysterious white fog engulfs 
a Maine resort town, trapping several peo- 
ple (yourself included) inside a supermar- 
ket. Going outside is dangerous, for within 
the mist are all manner of grotesque mon- 
sters, most of them giant insects. It’s up to 
you to do something about it, before the 
mist spreads even further. In Voodoo Is- 
land . you are shipwrecked and washed up 
on the beach of a small island. It is not, as 
you might have guessed, your typical 
tourist resort. A very un-nice place to 
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visit, and you sure don’t want to live there 
(kinda) as a zombie, so you best not stay 
too long. Too bad there doesn’t seem to be 
any boats around. Forbidden Castle takes 
you to a strange and mysterious fortress, 
populated by equally strange and mysteri- 
ous characters. What’s going on? Well, 
you’ll just have to pay a visit to the place 
and find out for yourself; just make sure 
you keep clear of the ogre. All of these are 
intermediate and up level. 

The big question of 1985 was (and still 
is) "What about Wizardry IV. The Return 
of Werdna ?". Good question. I wish I had 
the answer. I’ve heard estimates ranging 
from "soon" to "next fall at the earliest". 
Sir-Tech sent me a catalogue of their 
products, and Werdna was listed there, 
along with a price. However, I wouldn’t 
send any money off for it just yet; this has 
been one of the most-delayed games in 
adventure history (surpassing even the 
year-long wait for Ultima IV), and the 
date of its release is still up in the air. 
Better to hang on to your money, and wait 
for it to start showing up in the stores. 
While you’re waiting, Bard’s Tale and Ul- 
tima IV should help to keep you occu- 
pied... very occupied! 

One interesting thing to note is that 
most of the above games are all-text. For 
awhile, there had been a big move towards 
graphic adventures, and everyone was 
rushing to put pretty pictures in their 
games. Now it seems as though the pen- 
dulum is swinging back the other way, to 
text-only, perhaps due, in part, to the 
phenomenal success of Infocom. Will this 
trend continue? Perhaps. But the intro- 
duction of the Atari ST and the Com- 
modore Amiga, with their superb (and I 
mean superb!) graphics, may once again 
turn the tide back to graphics. 1986 is go- 
ing to be a very interesting year! 

Well, I see by the invisible clock on the 
wall that it’s just about closing time here 
at the Tale. Next issue, we return to our 
usual format, but I did want to bring to 
your attention some games you might have 
missed. Come by again next time, when I 
just might (can’t promise!) have Spell - 
breaker for you! 

The new year has brought some 
changes to my life as well. I am no longer 
associated with CompuServe, and you can 
no longer reach me there. However, I am 
available on the following systems; 

DELPHI: Visit the GameSig, found 
under the Groups and Clubs menu. Just 
type GR GAM from the MAIN> menu to 
get there. 

GENIE: Drop into the Games 
RoundTable. Type; SCORPIA (how about 
that!) to reach the Games RT. 

Source: Send SMAIL to ST1030. 

And, of course, there’s good (?) old US 
Mail: 

Scorpia 
P.O. Box 338 
Grade Station 
New York, NY 10028 

Remember if you are writing from the 
United States, to enclose a stamped, self- 
addressed envelope. 

Until next time, happy adventuring!! 

Copyright (c) 1986 by Scorpia, all 
rights reserved. 


Psi 5 Trading Col 
The game 
latll put your 
BA IV into orbit. 



^ It's the 3 5th Century and you're trying to 
\ captain Quasan-3GP Space Freighters 
^ on the edge of an eternal galaxy You 
. don't have time to tool around in 
your BMW you're trying to outlast 
marauding space pirates who seem 
to be reading your mind. 

It's a long shot, but this 
is your only chance to save the 
starved-out inhabitants of the 
Parvin FrontierYou hand-pick your own 
crew from 30 possible candidates. Some will be human. 
Some will not. Make the right choice! Each candidate has his own special 
skills and personality If you can't manage 
them, you won't survive. 

For dealer information contact: Accolade Inc., 20863 Stevens Creek Boulevard, 
Cupertino, CA 95014,(408) 446-5757. All rights reserved © 1985. 


In Canada exclusively, call Beamscope 1-800-268-5535 
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a WAR GAME . . . 
REAL TIME . . . 
over the PHONE 

TRODART is a two player WAR GAME 
that provides the challenge of a strategy 
game with the action that only llEAL 
TIME can provide. The object is to cap- 
ture the enemy base while defending your 
base. NO LIMIT to the amount of 
simultemeous action! NO WAITING for 
the other side, its REAL TIME ! 

REAL TIME over the telephone? That's 
right, TRODART’s unique algorithm 
allows two independent computers to ex- 
ecute the same program in synchronization 
with each other. Therefore, since the proc- 
essing is local to each computer, there is 
no slow down in action due to the 
modem’s speed limitation. 

Since TRODART is played on two com- 
puters, the competition can be anywhere 
you can call. Also, you are always the good 
guy, and the other player is always the bad 
guy (TRODART inverts coordinates from 
the other machine), therefore, no matter 
which machine you play on, your home 
base is always in the lower left corner. 

TRODART requires an IBM -PC (or 
compatible) or TI-PRO with MS-DOS 
2.1, 128k of memory, one floppy disk drive 
and a 300 baud modem. With IBM -PC — 
not recommended for use with mono- 
chrome board. When ordering please specify 
either IBM -PC or TI-PRO computer. 

For Ordering Only : 

Call toll free: 1-800-643-9039, x 119. 

(In Tfexas: 1-800-392-6273, x 119, 

$39.95, add $2.45 sales tax.) 

VISA /MASTERCARD accepted. 

For additional information, write: 

□□LUhile 5227 Shady Oaks Ln. 
SoftkiJBrE Friendswood, TX 77546-3019 

Circle Reader Service #29 
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The BEST Wizardry* players worldwide use the 
WIZISYSTEM(lm)' HUGE NEW manual: complete Charts, great 
Tips, step by step help. IBM or Mac $10. Apple $15 (all 3 games) 
SUPERIOR MAPS $5 (Sc 1. 2, or 3) All $13 50 IBM or Mac. 
$25 • Apple The WIZMASTERltm) disk prints & modifies charac- 
ters from all 3 games AND is but $17.50' All above plus 
WIZINEWS(tm) only $37 50 - IBM. $47 50 • Apple Ask about 
Scenario 4 NEW products' 



Ultima* Ians • need help’ The ULTISYSTEMftm) manual has 
powerful tips. Monster, Item. (Ic Charts, maps for I) 4 III. Only 
$15' the ULTIMASTEfl(tm) disks prints 4 alters for 11 4 III. $17 50 
(Apple. IBM. C-64) Both only $27 50. with WIZtNEWS(tm) $35' 
Ask about scenario 4' 



ALL FANTASY/ADVENTURE GAMERS NEED THE WIZINEWS(tm) 
QUARTERLY' THE source for news, articles, gossip, tips, inter- 
views, reviews of your favorite computer games' $10/4 issues, 
sample $3. 

PRODUCTS AVAILABLE FROM QUALITY DEALERS OR NICHOLS 
SERVICES MAIL ORDERS. ADD 5% OF COST ♦ $1 50 FOR S4H 
TO U S AND APO PAYMENT CHECK. MO. COD. VISA/MC (U S 
FUNDS ONLY, NO CASH) Reader Service #30 

nicliobservices 

6901 Buckeye Way. Columbus, GA 31904 
(404)323-9227 
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THE ‘NEXT GENERATION’ OF STRATEGY SIMULATIONS 

THIS TIME YOU AI|E IN COMMAND! 


coinnisnd 
















Are you a Great Strategist? Now you can find out by stepping into the thrill and excitement of some of 
history’s greatest events! ! “Crusade in Europe”, “Decision in the Desert” and “Conflict in Vietnam” take 
you there — from D-Day, to the “Battle of the Bulge”, to El Alamein to Dien Bien Phu. All the 
“Command Series” products provide challenge and excitement in historically accurate and easy to play 
strategic simulations. And, best of all, you’ll be in the thick of the action in minutes even it you have 
never played a strategic simulation before! ! 

“Command Series” simulations require both careful strategic thinking and fast responses to rapidly 
changing battlefield conditions. These simulations occur in accelerated real time, with action taking place 
continuously — just like real battles!! No slow plodding action here!! These outstanding simulations feature 
colorful animated graphics, great sound effects, and a new, quick and easy-to-use command system to 
enter commands using a joystick or the keyboard, “Command Series” simulations allow solo play from 
either side’s perspective or exciting direct competition between two opposing Generals. The computer 
handles all the rules, provides play balancing, and even the ability to change sides in the middle of the 
game! Other features include multiple scenarios from a single screen mission to an in-depth campaign 
using a ten-screen scrolling map, strategic maps, game save, and a unique “flashback” function. 

“Crusade in Europe: D-Day to the Battle of the Bulge”, “Decision in the Desert: North Africa 1940- 
1942” and “Conflict in Vietnam: 1954-1972” establish a new standard of quality and playability in strategic 
simulation design. At a suggested retail price of $39.95, they are an extraordinary value as well! 


For Apple, includes Double Hi Res. 

Disc includes both 64K & 128K versions. 


SEE YOUR LOCAL RETAILER for “Crusade in Europe”, “Decision in the Desert” and “Conflict in 
Vietnam”. 


Experience the reality of these other 
great simulations from MicroProse: 



Exciting WWn 
Submarine Action 
in the South Pacific!! 


Exciting Speech and 
Graphic Air Traffic 
Control Action! 


Challenging and Exciting 
Air Combat from the 
Modern Electronic Cockpit!! 



K(NNm 



“Command Series" is available for Commodore 64/128, Apple n Family, Atari XL/XE, IBM 
PC/PC Jr. computers for a suggested retail of $39.95. Available soon for Macintosh. 
Commodore, Apple, Macintosh, Atari and IBM are registered trademarks of Commodore 
Business Inc., Apple Computer Inc., Atari Inc., and International Business Machines Inc., 
respectively. 

Software Speech by Electronic Speech Systems of Berkeley, CA. 

Call or write for more information or MC/VISA orders. 



SIMULATION • SOFTWARE 


120 Lakefront Drive • Hunt Valley, MD 21030 • (301) 667-1151 





Roy Wagner 


IT’S REAL AND IT’S HERE 

The AMIGA from Commodore has 
arrived and it is everything and more than 
you have read and heard. You have to see 
and hear it yourself to know why everyone 
is so excited. The colors are dazzling and 
the sound is great (four voices in stereo!). 

Technical documentation and software 
are in short supply, but by the time you 
read this, only two months after its 
release, the first titles in what should be a 
tidal wave of new software will be arriving. 

Everyone is amazed at the realism of 
JET (a jet simulator) from subLOGIC. 
Electronic Arts has several titles, some old 
and some new for the Amiga. Infocom will 
have all of its titles available. Next issue 
we will review some of the new titles. 

NOT WHAT IT SEEMS 

Originally, the term "hacker" refered 
to an inquisitive person who learned all 
they could about a computer or a piece of 
software. The negative connotations of the 
illegal use of a computer came later. Based 
on the popular use of this word, 

Activision has released the game 
HACKER. It is not all it may seem to 
imply by its name. I expected a TEXT 
"adventure" of trying to get into a 
computer system to determine for what 
criminal purpose it is being used. It turns 
out to be more of a graphic adventure, 
including use of a joystick. 

The main purpose is to figure out what 
you need to do in certain situations and 
then repeat that action several times to a 
successful conclusion. The game is a real 
challenge (some read that frustrating). A 
clue sheet is available from Activision and 
they even have an 800 number "Hacker 
Help Hotline". As they say "Be Patient, be 
Attentive, be a Hero". 

PLAY IT AGAIN 

Just under twenty years ago, on large 
mainframe systems, programs started to 
appear that were less "work" and more 



Law of the West ! 
The game thatll keep 
your Porsche off 


If you've ever wanted to strap on 
a six-shooter pin a tin star to your 
chest and match the exploits 
of Bat Masterson or Wyatt 
Earp.then Law of the West is 
your chance. Forget about 
gunning down Main Street in 
your Porsche. It's the I870's 
and you're the Sheriff of Gold 
Gulch— as bad a Wild West 
town as there ever was. 

You won't survive by blast- 
ing your way out of every sticky 
situation— some of the gunslingers are just too 
fast. So, use your street smarts and get to know their 
"bad guy" personalities. You've also got to keep the locals happy— 
Rose, the saloon keeper the doctor the "kid" and even your own deputy— 
they're all valuable allies if you want 

to live to see another high noon. .iAwwOlddw 


For dealer information contact: Accolade Inc., 20863 Stevens Creek Boulevard, 

Cupertino, CA 95014,(408) 446-5757. All rights reserved © 1985. 

In Canada exclusively, call Beamscope 1-800-268-5535 Circle Reader Service #34 


"fun and games". These were to evolve 
into the games we now know. Some of 
these early games can certainly be 
considered classics. 

GOLDEN OLDIES (Volume 1) from 
Software Country contains four true 
classics. They have personally contacted 
the ORIGINAL programmers and obtained 
rights to the original code and concepts for 
these games. They are now paying them 
royalities (justly deserved) where none 
were before. The games found their way 
into the "public domain" and as such lost 
much of their original content. 

Included is the certified authentic 
version of the ORIGINAL ADVENTURE 
(Colossal Cave) by Will Crowther and Don 
Woods. This game, in concept, lead to 
ZORK and all that followed it. There is 
ELIZA, whose parser carries on a Rogerian 
therapy session with you. It represents a 
very early demonstration of Artificial 
Intelligence before the term was even 
popular. The game of LIFE represents 
computer simulation with profound effects 
from a few simple rules. Finally we have 
PONG, the first home video game that led 
the way to home computing, which 
brought us to where we are today. 

These games are pure and simple, yet 
still fun to play and enjoy. A new release 
for the C64 will include use of a joystick. 
The Amiga version will soon be released 
and will add some new features. 


LASER 3000 

Apple Compatible Computer 

$499.00 (suggested retail) NOW $459.95* 

Laser 3000 is a complete self-contained computer 
based on the popular 6502A micro-processor and 
can tap Into the tremendous software library of 
the Apple II. Standard features include 192K,32K 
Enhanced Micro-soft BASIC. 80 column text, 560H 
& 192V color graphic display, and 81 key sculp- 
tured keyboard. Features included are: 

• 192 K main unit 

• Disk drive 

• Floppy disk controller module 

• Magic \A/indow II (word processor) 

• Magic Memory (data base) 

• Magicalc (spread sheet) 

• Monitor cable 
Built in: 

• Microsoft Basic 

• RGB & composite video output 

• 80 column display 

• Centronics printer interface 

• Numeric keypad 

• Function keys 

• 4 channel, 6 octave sound 

• A 6-month warranty 
Optional Accessories: 

• ZOO Cartridge with CP/M Diskette and 
manual 

• Second Laser Disk Drive 

• Joysticks 

• RS232 Interface 

• RF Modulator 

•Add S20.00 for shipping & handling. 

NOTE: Apple & Laser 3000 are trademarks of Apple 
Computer Inc. & Video Technology Inc. NOTE: Prices & 
Availability subject to change. Please call before ordering 
to confirm price. 

For more intormalion 4 list ol compatible software 
contact'. 

M ars suite 400 

ERCHANDISING 15W615 Diversey 
(312) 530-0988 Elmhurst, IL 60126 
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SIIENf 

SERVICE 

by Rick Teverbaugh 

Silent Service (SS) isn’t the first sub- 
marine simulation. But it is easily the best 
for its simplicity of use and execution. 

Sid Meier, who also did the highly- 
successful F-15 Strike Eagle , designed SS 
with careful consideration to both the re- 
quirements for quick tactical thinking and 
the patience necessary to command a slow 
stalking submarine. Successful pre-battle 
planning is necessary to give your vessel 
the greatest opportunity to wrecking 
havoc upon the enemy, while your grasp of 
the fast changing situation once combat 
has begun will mean the difference be- 
tween a frustrated escort and a sunk sub- 
marine. 

In preparing the game, he not only 
talked with current and former submarine 
commanders, but he actually examined 
World War II submarines. That could ac- 
count for the tremendously realistic feel of 
the game, even while it is played at the 
easiest of levels. 
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There are three different types of sce- 
narios. There is the Torpedo/Gun Prac- 
tice, where you duck shoot at four old 
cargo ships. The purpose of this "scenario" 
is to help the beginner find his way around 
the ship and to figure out how the offen- 
sive weaponry functions. 

The second group of scenarios simulate 
actual situations where a sub would attack 
a convoy. This requires some defensive 
maneuvering and in some cases out-and- 
out retreat in addition to the offensive 
scenarios. There are six such scenarios in- 
cluded. 

Finally there are the six War Patrols. 
In this arrangement, you’ll begin at a 
submarine base at Midway, Brisbane or 
Freemantle and seek out the enemy. You 
then do as much damage as possible and 
return safely to the base. 

There are four selectable skill levels. 
The Midshipman gives the beginner a 
challenging, but not overwhelming taste of 
the game. Lieutenant is a bit harder. 
Commander is set to be historically accu- 
rate and Captain is intended only for 
someone with his sea legs well set under 
him. 

There are seven "Reality Levels". Re- 



ality Levels toggle such options as limited 
visibility, convoy zig-zags, dud torpedoes, 
port repairs only, expert destroyers, con- 
voy search and angle-on-bow input. Not 
only does the game get more difficult the 
more of these options that are switched on, 
but the game also gets that much more re- 
alistic. 

Depending on how many of these op- 
tions are selected and on the difficulty 
level picked, the computer will assign and 
overall difficulty factor. How much ton- 
nage you sink during a game will be mixed 
with this difficulty ranking to determine 
your ranking in the "Submariner’s Hall of 
Far-e." 

One of the most interesting features of 
SS is the multiple screen setup, with each 
screen constantly being updated with new 
information all the time. The first stop is 
the Conning Tower. From there the other 
screen can be accessed. The tower contains 
the attack periscope, the map, gauges and 
the controls of the sub. 

Getting from the tower to any of these 
other screens can be accomplished by use 
of joystick or keyboard. Once the keys are 
memorized I found the keyboard a much 
more efficient choice. 

The first stop from the tower should be 
the bridge. From the bridge you can sight 
the enemy and go into the attack mode 
with torpedoes or deck guns. There are 15 
different gauges available, giving informa- 
tion like depth, number of torpedoes, fuel, 
water temperature, compass, throttle and 
clock. There is a quartermaster’s log that 
keeps track of your progress. There are 
two different sets of maps, one for use in 
all scenarios and the other for War Patrol 
outings only. From the tower you can also 
get damage reports. 

Much of the damage you do and much 
that is done to your ship, is brought to life 
through the use of sounds. For instance, 
you’ll hear a splash when the depth 
charges are dropped and a pinging sound 
when a destroyers sonar picks you up. 

One minute of real time takes about 15 
seconds with the game, but if you desire a 
quicker timetable, that option is also 
available. The program will automatically 
slow down when conflict arises. 


The only complaint I have with the 
game is the lack of a save game feature for 
the War Patrol scenarios. Otherwise, the 
game is so realistic that when you need to 
go real deep to avoid some nasty depth 
charges, you might actually feel the need 
to swallow and pop your ears. My sub is 
getting ready to pull out of the base right 
now. Happy sailing. C-64, Apple /One 
player /Written by Sid Meier /$39.95 
/Microprose, Hunt Valley, MD 


Coming Next Issue: 
SILENT SERVICE Designer’s 
Notes by Sid Meier 


ATARI OWNERS! 

WE STILL HAVE 
THE BEST PRICES! 
BEST SELECTION! 
BEST SERVICE! 


Sn-GUN SHOOTOUT $26 
COHPUTER AMBUSH $39 
ADVENTURE MASTER $30 
PRINT SHOP $29 
GRAPHICS LIBRARY $16 
PRINT SHOP PAPER PACK $15 
COMPUTER QUARTERBACK $26 
OPERATION MARKET GARDEN $33 
CRUSADE IN EUROPE $24 
NISHBRINGER $23 
TYPESETTER $24 
PAGE DESIGNER $20 
MEGAFONT ][+$17 
OMNIMON (400/800) $52 
OMNIMON/RAMROD XL (XL/XE) $74 


MICROLEAGUE BASEBALL $25 

ML BASEBALL TEAM DATA 

DISK $13 

ML BASEBALL GEN’L MGR 

DISK $26 

COLONIAL CONQUEST 

$26 

GEMSTONE WARRIOR 

$22 

KENNEDY APPROACH 

$23 


FREE PRICE LIST 1 NEWSLETTER 

MIDEASTERN 
SOFTWARE 
P.O. Box 247 
New Florence, PA 15944 
Phone (412) 235-2970 

Prices reflect a 37. cash discount. 
Ado 3X tor VISA & MC. Add $2 Ship- 
ping tor software orders under $50 
PA residents add 61 sales tax. 
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[ This isntjust hype. We really do have the money./ 



WORLD’S Greatest Adventures. 


REWARD: $1000 aruJ Fame OJ-L (800) 227-6703. 



ACS is your tool kit. More than 7000 parts to Or make your own parts from scratch. Draw em. ACS is menu driven. It works with a positive Ready-made segments of sci-fi, mystery dragon- 

build from. Power to spare! Give em properties. Go for it! "stick shift ” controller. Easy as pie! type adventures included. A real bargain! 




Music modules &. sound effects included. Score 
your adventures like movies. Be a maestro! 



No arms control here! Endless weapons of your 
design. (Endless armor &. cures, fortunately.) 



Complete, top-notch epic adventure included; 
Rivers of Light by Stuart Smith, author of Aii Baba! 
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You get magic' 31 variations on 15 Big Spells! 
You get technology. Yju get religion. All right! 



Amazing fact #2: ACS integrates text and graphics. 
All other products wimp out in this regard. 



Characters? How many you want? Make em. Break 
em. Cast them into the world without a dime! 


7 tutorial mini-adventures included! Generously 
survivable for those tentative first timers! 


Design up to 15 different regions with 16 different 
rooms in each one. Space out! 


When you've made a zippo-zocko GREAT ADVEN- 
TURE, serd it here. You could win 1,000 smackers! 


Adventure CoNSTRUiunoN Set 

from Electronic arts" 



HOW TO WIN: Send your adventure entries to Electronic Arts by 12/30/85. 3 winners will be selected by our judges. Their decision: final. 
Your adventure becomes “public domain” which means you can soil get famous even if you don’t get rich. HOW TO ORDER: Visit your retailer 
or call 800-227-6703 for direct VISA or MasterCard orders (in CA call 800-632-7979). To buy by mail, send check or money order to Electronic 
Arts, EO. Box 306, Half Moon Bay, CA 94019. Add $3 to cover insured shipping and handling. Indicate desired machine version. Allow 1-4 
weeks for delivery. All EA products purchased direct have a 14 day "satisfaction or your money back" guarantee. PRICE &. MACHINE AVAttABILlTY: 
C-64 $39.95. Apple Ile/c $49.95. Cbming soon to IBM PC/PCjr $49.95. To receive our complete product catalog and direct order form, send 504 
and a self-addressed, stamped envelope to Electronic Arts, Catalogue Offer, 2755 Campus Drive, San Mateo, CA 94403. 













THE MOST CHALLENGING GAMES 
AT THE MOST REASONABLE PRICES 


INFOCOM 

OUR 

PRICE 

□ 


OUR 

PRICE 

□ 


1 ELECTRONIC ARTS 

OUR 

PRICE 

□ 


OUR 

PRICE 

A 

B 

A Mind Forever Voyaging 

$30 


H 




Adventure Construction Set 

$34 

• 


$27 


■1 

Cutthroats 

$27 

• 

• 

$24 

• 


Archon 

$24 

• 

• 

$16 

• 

• 

Deadline 

$34 

• 

• 

$30 

• 


Archon II: Adept 

$27 

• 


$23 

• 

• 

Enchanter 

$27 

• 

• 

$24 

• 

• 

Bard’s Tale 

$32 

liffll 





Hitchhikers Guide/Galaxy 

$27 

• 

• 

$24 

• 

• 

Golden Oldies 

$23 

BS1 


$20 


rffi 

Infidel 

$30 

• 

• 

$27 

• 


Heart of Africa 




$24 


riH 

Planetfall 

$27 

• 

• 

$24 

• 

• 

Mail Order Monsters 




$24 


• 

Seastalker 

$27 

• 

• 

$24 

• 

• 

M.U.L.E. 




$16 

• 

• 

Sorcerer 

$30 

• 


$27 

• 

• 

Movie Maker 

$30 



$23 


HWl 

Spellbreaker 

$33 

NEW 


$30 



Murder on the Zinderneuf 

$24 

• 

• 

$16 

• 

• 

Starcross 

$34 

• 

• 

$30 

• 


One on One 

$27 

• 

• 

$23 

• 

• 

Suspect 

$30 

• 


$27 

• 


Racing Destruction Set 




$24 


• 

Suspended 

$34 

• 

• 

$30 

• 


Realm of Impossibility 




$16 

• 

• 

Wishbringer 

$27 

• 

• 

$24 

• 

• 

Seven Cities of Gold 

$27 

• 

• 

$23 

• 

• 

Witness 

$27 

• 

• 

$24 

• 

• 

Sky Fox 

$27 

• 


$23 


• 

Zork 1 

$27 

• 

• 

$24 

• 


Ultima III 

$40 

• 

• 

$40 

• 

• 

Zork II, III 

$30 

• 

• 

$27 

• 


Ultima IV 

$40 



$40 



Four-in-one-Sampler 

$ 6 

• 

• 

$ 6 

• 

- 

Wilderness 

$34 
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EPYX 

LIST 
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□ 

A 

B 
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BdMDl3Z6r 

840 

$27 

• 


• 



Ancient Art of War 

$30 


• 





Eidolon 

$40 

$27 

PM 


• 



Brimstone 

pt 1 


BB3 

$27 

• 

• 


Koronis Rift 

$40 

$27 

PM 


• 



Essex 

1 

PM 

PIW 

$27 

• 

• 

Rescue on Fractalus 

$40 

$27 

• 


• 



Championship Lode Runner 

{ 

• 


$23 

PM 

• 

Summer Games 

$40 

$27 

• 


• 



Mindwheel 

1 



$27 

• 

• 

Summer Games II 

$40 

$27 

PM 


• 



Print Shop 

t' 

• 

Pin 

$30 

• 

• 

Temple Apshai Trilogy 

$40 

$27 

• 

• 

• 

• 


Print Shop Library #1 

$17 

• 


$17 

• 

• 

Winter Games 

$40 

$27 

PM 


• 



Where is Carmen Sandiego? 

$27 

• 





World’s Greatest Football 

$40 

$27 







ACTIVISION/GAMESTAR 


Great American CC Race 

Ghostbusters 

Hacker 

Little Computer People 
Master of the Lamps 
Mindshadow 
Space Shuttle 
Star League Baseball 
Tracer Sanction 


OUR 

PRICE 

□ 


OUR 

PRICE 

Q 

il J ; 

• 


$20 

• 

!!? ; 

• 

PM 

$23 

• 

Hi i 

PM 


$20 

• 


PM 


$23 


US i 

PM 


$20 

• 


• 

• 

$20 

• 


• 


$20 

• 

$20 

• 


$20 

• 


• 

• 

$20 
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ACCOLADE 

OUR 

PRICE 

□ 


OUR 

PRICE 

A 

B 

Dam Busters 

; 



ESI 


IH 

Fight Night 

i 





PM 

Hardball 

! 



$20 


PMi 

Law of the West 

i 



mi 


PM 

Sundog 


• 






BEST SELECTION — We have carefully selected the best titles from 
the most challenging software available. 

CALL TOLL-FREE — Call us anytime to place an order or just to ask a 
question. Every call is always welcome on our 800 line. 

SAME DAY SHIPPING — We ship every order the same day it’s placed. 
Just call before 4:00 and we’ll ship your order via UPS. 

DISCOUNT PRICES — Save up to Vz off the retail price when you buy 
from Tevex. Why pay more for the same software? 

FRIENDLY, KNOWLEDGEABLE STAFF — We are always available to 
answer your questions and keep you up to date on new & 
upcoming games. 
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CALL FOR FREE CATALOG 
Open 9-6 Mon. - Fri. 10-4 Sat. 




1710 Wilwat Drive, Suite E 
Norcross, GA 30093 
404-441-3045 


INCORPORA TED 


cofnputar” 


A ATARI' 


commodora* 


Commodo'e 64 O' 



























CALL TOLL FREE 1-800-554-1162 
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OOl PRICE PRICE 


SAME DAY SHIPPING 




AVALON HILL 


LIST OUR 
PRICE PRICE 


Baltic 1985 
Battalion Commander 
Battle of Antietam 
Battle for Normandy 
Breakthrough/Ardennes 
Broadsides 
Carrier Force 
Cartels & Cutthroats 
Colonial Conquest 
Combat Leader 
Computer Ambush (2nd Ed.) 
Computer Baseball 
Computer Quarterback 
The Cosmic Balance 
Cosmic Balance II 
Field of Fire 
50 Mission Crush 
Fighter Command 
Gemstone Warrior 
Geopolitique 1990 
Germany 1985 
Guadalcanal Campaign 
Imperium Galactum 


$35 $23 1 . 

$40 $27 NEW NEW NEW 

$50 $33 NEW . N ^ NEW 

$40 $27 j : ; 1 . 

$60 $40 _ L . 

$40 $27 : 1 . 

$60 $40 

$40 $27 1 . 

$40 $27 ! 1 . 

$40 $27 : 1 . 

$60 $40 

$40 $27 : 1 . 

$40 $27 : 1 . 

$40 $27 : 1 . 

$40 $27 : 

$40 $27 : 1 . 

$40 $27 ^ 

$60 $40 NEW 

$35 $23 : 1 . 

$40 $27 1 . 

$60 $40 1 . 

$60 $40 

$40 $27 : 1 . 

$60 $40 • • • 


Kampfgruppe Scenario #1 
Knights of the Desert 

$20 

$15 

NEW 

NEW 

NEW 

$40 

$27 

• 

• 

• 

Mechbrigade 

$60 

$40 

• 


• 

Nam 

$40 

$27 

NEW 

NEW 

NEW 

North Atlantic 1986 

$60 

$40 

• 



Norway 1985 

$35 

$23 

NEW 


NEW 
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A NARRATIVE REPLAY 
by M. Evan Brooks 


INTRODUCTION 

This article will provide a narrative account of a 
replay of the "Attack Toward Kiev" scenario from 
Kampfgruppe. This is a computer-controlled 
Russian assault of thirty turns. The action is 
reported from the German vantage point. Although 
the terrain is constant, visibility is variable; in the 
situation herein, visiblility was limited to 9. 


The following "Action Report" [ submitted by 
Hauptmann Otto von Kelgen, senior officer 
surviving] delineates game events with each 
paragraph corresponding to the particular game 
turn. 


[1] Herr Colonel Meyer has established our 
positions in the woodline. In order to minimize 
reaction times, all units have prepared supplemental 
fallback positions (thereby eliminating any delay) 
on an as-needed basis. The attached armor units 
have been called up for a reinforcing role; 
however, knowing of their positions and the poor 
road access, we assume that the armor will not 
arrive for at least twenty (20) minutes. All infantry 


and machine gun units are to open fire at 400 m.; 
this will fix the enemy in the open, and hopefully 
delay his entrance into the protective cover of the 
woods. In general, the Soviets advanced over the 
entire front; one of our platoons opened fire in the 
center, but its long-ranged sniping proved 
ineffectual. The net effect was to draw down 
massive Soviet artillery fire upon the hapless 
platoon; luckily, its effect was minimal. Soviet 
artillery plastered the woodline, but again, without 
effect. 

[2] Long-range fires along the entire front begin. 
Effects on both sides are minimal, with a SU-85 
being destroyed, but simultaneously, we lose two 
HMGs and an SG-IIIG. However, Soviet armor 
penetrates the southern sector of the front, 
bypassing our hedgehog positions. 

[3] Artillery priorities are shifted to maximize 
coverage in the center. Heavy artillery destroys 
most of an SU-85 platoon, with infantry 
panzerfausts completing the job. In the north, a 
HMG suppresses a Soviet mortar unit, and in fact 
destroys an 82mm tube. But the bulk of the 
fighting occurs in the center; Soviet armor 
penetrated to the crossroads (GC451I), but close 
assaults by infantry tank-killer teams armed with 
panzerfausts destroy nine T-34/76C tanks at no 
cost to our units. Based upon G2 estimates, we have 
destroyed at least 20% of Soviet armor at little cost 
to ourselves. 

[4] The Soviets pressed their assault. Primary 
targets were our HMGs, and the massive volume of 
Soviet fire began to have its effect. Four HMGs 
were destroyed, and Soviet armor did overrun and 
annihilate one of our infantry platoons (14). But our 
artillery destroyed 2KVs (north center), with our 
infantry destroying the rest of the tank platoon in 
close assaults. Again, the northern HMGs 
suppressed the enemy mortars and destroyed 
another tube. 
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[5] Soviet assaults in the center begin to pay off. 
While the northern offensive is stalled, with Soviet 
troops being pinned down by fire in the open, in 
the center and south, our defensive positions begin 
to crumble and collapse. Soviet armor spearheads 
the assaults, and while they are rendered hors de 
combat , their prioritization of combat assaults on 
HMG and AT positions will have a cumulative 


effect. Three gun positions are destroyed, as well as 
a covering infantry platoon (G2). Soviet infantry 
losses are minimal, but they absorb the losses of 4 
T-34s and 3 SU-85s. 

[6] Due to the collapse in the south, HQ and 
HMG elements are given the order to withdraw. 

25 




Soviet armor has in effect destroyed the southern 
sector; Herr Colonel is concerned about the 
possibility of a drive towards Kiev by these 
breakthrough elements. Two more infantry platoons 
are destroyed, but their sacrifice has destroyed 
another two T-34s. Soviet artillery fires are 
concentrated on gun positions, while our fires 
concentrate on choke points. 

[7] Withdrawal of the HQ elements in the south 
was too late. Soviet forces have overrun the HQ 
and its transport (FO-Fl). But the south is a decoy; 
if Soviet forces can be lured there, the terrain itself 
will win our battle for us. But the collapse of the 


center would be catastrophic. Given the importance 
of the center and its current state, orders to 
northern infantry units are sent which call for 
massive reinforcements to the center. As to our 
armor: it is moving as rapidly as possible to achieve 
a linkup with the beleaguered infantry, but the 
time element is critical. 

[8] Our northern HMG finally destroyed that 
82mm mortar unit. But this action was isolated. 
Remnants of Soviet armor continue to eliminate our 
gun positions. The sheer weight of Soviet forces 
may compel their victory without our armor 
reinforcements. 

[9] SMGs are being hunted down and destroyed 
by Soviet armor in the center and south. The only 
bright spot is that the Soviet breakthrough in the 
south has been used to reinforce the assault in the 
center. Although this is critical for the center, it 
does mass Soviet forces. We do not know if we 
could stop the Soviets if their breakthrough 
elements had proceeded independently. 

[10] We begin to take large number of infantry 
casualties. Our infantry in the south has ceased to 
exist, and the platoon covering the crossroads has 
been destroyed. The Soviet breakthrough may be 
imminent! 

[11] Our forces have dug in, and are stopping 
the Soviet advance. Although the remnants of an 
infantry platoon are destroyed in the south, our 
heavy artillery in the center destroys two SU-85s, 
while the infantry close-assaults and destroys three 
T-34s. 
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[12] Soviet armor has seized the town (GC4512) 
covering the crossroads. Another platoon is overrun 
(H4), but two T-34 tanks are killed by close 
assaults and artillery, and five KV-ICs are overrun 
by infantry panzerfaust attacks. Although the south 
defensive barrier is destroyed, the critical action is 
in the town. Only here can the Soviets achieve their 
breakthrough to recapture Kiev. German armor is 
attempting to reinforce, but it is still out of 
supporting range. 

[13] The battle for the town continues to rage. 
Infantry reinforcements stripped from the north 
execute close assaults. Heavy casualities are 
incurred in urban fighting (2 platoons being 
destroyed: D2,E2), but German artillery destroys 
the command element of the tank company (BO). 
Yet, the Russians retain control of the townand the 
crossroads. 

[14] Major Soviet infantry assaults result in the 
virtual destruction of two platoons. But, as Soviet 
armor begins its advance down the road towards 
Kiev, they suffer serious casulaties (four T-34s and 
four KVs). Most of the armor losses are incurred 
by panzerfaust attacks; in addition to the armor 
losses, a Russian infantry platoon is overrun by our 
forces. 

[15] Our armor has arrived, and is shifting into 
covering positions. Although the command element 
of the PZ-IVh is destroyed by Soviet fires (KO), 
the remaining Soviet armor is virtually annihilated, 
with losses of seven T-34s, one KV and five SU- 
85s. Soviet infantry forces are still hunting down 
HMG positions, but most of our gun positions have 
now been destroyed. 



[16] Our PZ-IVhs advance into the woodline 
west of the town/crossroads, where they overrun 
four Russian KVs. Our forces incur little damage, 
but the Soviets begin to reel from the cumulative 
losses. 

[17] Soviet forces are virtually silent as our 
forces root out isolated snipers. Casualties are light. 


but Russian control of the key terrain means that a 
close assault will be required soon. 

[18] A Tiger tank and two HMGs are destroyed 
(northwest) in their attempt to recapture the town. 

[19] German armor suffers increasingly from 
Russian fires from the town, losing three Tigers 
and three Pz-IVhs. However, the Soviet CP 
(command post) has been destroyed by infantry and 
artillery fires, thereby sowing confusion in Russian 
ranks (and contributing immeasurably to Soviet 
delays in execution of orders). 

[20] The CP has had to relocate in order to avoid 
Russian fires. In addition, Soviet infantry coupled 
with heavy artillery destroy a PZ-IVh platoon. Both 
sides incur heavy infantry losses (Russian: platoon+; 
German: two companies). 



[21] German armor moves to bypass the Soviet 
defenses in the town and assault from the north. 
But simultaneously, Russian forces move into the 
north woods and meet the German thrust. Heavy 
casualties are taken by both sides, but the town is 
recaptured, although held tenuously by our forces. 

[22] Remnants of the Tiger tanks are destroyed, 
but Soviet losses are becoming to heavy to sustain 
the offensive. 

[23] The northern sector finally collapes. Held 
static for so long, the weight of Soviet troops has 
now decimated the defensive forces. The Soviet 
forces pour through in an attempt to reinforce the 
center and carry on the assault. 

[24] Due to the bloodbath in the center, Soviet 
forces pull-back in order to consolidate for a final 
push. German reaction forces are stretched to the 
limit. 

[25] Soviet forces, having completeted their 
consolidation, attempt to retake the town. 

[26] The town changes hands once again, as a 
German tank platoon is destroyed in the rubble. 

[27] German infantry forces (final reserves) are 
committed to the woods southwest of the town. 
Although overrun by Russian forces, they destroy 
the remnants of the Russian offensive. The cost is 
high, the battalion CP is overrun with heavy 
casualties. 
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SET YOUR CREATIVITY IN MOTION WITH FANTAVISION, 
THE MAGIC MOTION/SPECIAL EFFECTS GENERATOR. 





''TWEENINC will make your animation 
move in a fluid, lifelike motion. And shadow- 
ing is virtually automatic. 



YOU CAN create weird monsters by simply 
dragging circles around the screen, and using 
one of the special effects modes. 



YOU DON'T HAVE TO be an artist to create 
vivid Backgrounds for your movies. Fanta- 
vision's automatic features make it easy. 


± MAGINE how much fun it would be to take a simple 
drawing and make it come alive, dancing across the screen of 
your computer. 

To draw an egg, and transform it into a fire-breathing dragon. 

To invent weird characters and strange, alien worlds. 

Then, to combine all this into your own incredible cartoon 
or movie. 

Now, imagine if you could do all that as easily as pressing 
a button. 

Know what? With Fantavision, you can. 


1 ANTAVISION IS A REVOLUTIONARY SOFTWARE 
BREAKTHROUGFi that, for the first time, brings to home com- 
puters the special powers known to computer animators as 
“tweening” and "transforming.” 

You don't need any artistic ability or computer programming 
skills. Anything you draw in one frame can be fluidly “trans- 
formed” into something else in the next frame. For example, 
draw a plane in the air in your first frame, and a plane on the 
runway in your second frame. With Fantavision, your computer 
can instantly generate— in real time— up to 64 “in-between” 
frames so that your plane appears to come in smoothly for a 
realistic, three-point landing. 


Wh 


f HEN YOU SEE THE MAGIC of Fantavision, you 
won't believe it. When you play with it, you won't be able to stop. 


Brrjderbund 




YOU CAN even add Text with Fantavision. 
and with a sitt^le stroke make it "Lean” “Flip, 
"Squashy "‘Zoom'/ or parade around the 
screen, just like you've seen on television. 




LOAD HI-RES SCREENS from other pro- 
grams to make spectacular Backdrops. Then, 
add your own animation and Text. 


FANTAVISION is available for Apple personal computers. Look for it at your favorite Br0derbund Software dealer. For more information about Br0derbund products, 
please write us at 17 Paul Drive, San Rafael, California 94903-2101. Apple is a registered trademark of Apple Computer, Inc. ©1985 Br0derbund Software, Inc. 




FROM SIMULATIONS CANADA 

NEW For Your Conputer: SEVENTH FLEETr Modern Naval Combat In The Pacific Ocean. For a number of years the 
U.S.S.R. has been building up Its naval foces In the Pacific basin as a counter to the U.S. Seventh Fleet. Our 
newest computer game builds on this situation to model current naval strategic operations and confrontation. As 
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J. Nichols, art by J. Kula. Disk for Apple II or C-64/C-128 systems. 


GOLAN FRONT Is an operational game of the 1973 
Arab / Israeli war In the north against Syria. 
Israel holds a thin line as the Syrian assault 
rolls In. The Syrians must clear the heights as 
the Israeli forces struggle to pave the way for 
conterattack. Disk for Apple II or C-64/128 
systems. 

BATTLE OF THE ATLANTIC Is a strategic game of the 
struggle In the North Atlantic during WWII. The 
Allied player must stretch to keep the shipping 
lanes open as the Axis, deploys air, surface, & 
submarine forces to starve the Allies Into 
submission. Disk for Apple II or IBMPC systems. 

SIEG IN AFRIKA Is a game of the campaign In North 
Africa from the first Italian advances In 1940 
through the final battles In 1943, covering the 
armored thrusts and parries across the sands, 
escarpments, and mountains of Eygpt, Libya, & 
Tunisia. Disk for Apple II or C-64/188 systems. 


ORDERING INFORMATION: All computer games are $60.00 each for Americans [Including shipping], $75.00 each for 
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have problems, return the disk to us and we will send you a replacement, 
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FIFTH BSKADRA Is a strategic level game of modern 
naval conflict In the Mediterranlan Sea, The 
players are placed In the positions of the Nate or 
Soviet naval commander for the Med. Each must 
utilize the available forces to gain control of 
the great Inland sea. Disk for Apple II or 
C-64/128 systems. 

FALL GELB Is a strategic game of the campaign for 
France In the spring of 1940. You are placed In 
control of the Allies or Germany as the Invasion 
of the West begins. Your computer acts as your 
Chief of Staff, sending your orders, providing 
Intelligence, and resolving combat. Disk for 
Apple II or C-64/128 systems. 

GREY SEAS, GREY SKIES Is a representation of 
modern naval combat at the tactical level. 
Depicting the surface ships, aircraft, & 
submarines of the world's major powers In a highly 
realistic manner, you struggle for local sea 
control. Disk for Apple II or C-64/128 systems. 


[28] The town is captured by German infantry 
forces as Soviet forces no longer retain the strength 
of cohesion to offer a strong defense. 

[29] The battle begins to die down, as losses on 
both sides have rendered further assaults moot. 

[30] German forces have consolidated their hold 
on the town, and control the central crossroads. The 
Soviets have been decisively defeated. 



Historical: Historically, the German forces were 
at 40% effective strength after the defense of the 
Dnepr River. The weather was sunny and mild for 
late autumn; the terrain consisting of heavily 
wooded terrain (deciduous and coniferous timber). 
At 0600 a Russian artillery barrage commenced for 
90 minutes. Reminiscent of World War I, the 
intensity of this bombardment shattered the 
defenders. The Russian infantry preceded the 


armor and requested the tanks to assist in a 
breakthrough at the crossroads. Gun positions were 
bypassed, being left for the third wave; this posed 
little risk due to their dislocation during the 
bombardment. By 1000 Russian forces had secured 
the hilltop; in four hours, Russian forces had 
pushed the Germans back five miles. 

As pointed out in German Small Unit Actions in 
World War II, if the German commander had 
withdrawn his troops from the woodline, they 
would have survived the artillery barrage, moved 
forward once it lifted, and been ready to repulse 
the attack. 


The Game: One cannot point to sophistication on 
either side. The Russians, committed to an assault, 
managed to pull off a replica of a World War I 
"over-the-top" and "damn the torpedoes" assault. On 
the other hand, German response was awkward and 
uncoordinated. A decisive victory by the German 
forces was achieved (4406-1648, 2.67). But the most 
surprising game aspect of this scenario is the very 
poor Russian set-up. Pity the Soviet commander. 

His troops are scattered and out of command 
control. Even more important, an examination of 
battlefield strength and ratio analysis would deter 
even the most foolhardy commander from an open 
assault, e.g. infantry 1.3:1; armor 2:1; SPG 1.5:1; 
guns/mortars .9:1 Usually a ration of at least 3:1 is 
the minimum necessary for a successful assault. 
Given the ineffectiveness of Russian artillery here 
(as opposed to historical), any assault is suicidal — 
as this replay so amply illustrates. 
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The Japanese have a word for it. . . 



You are the star of a Martial Arts movie so real, 
you’ll feel it like a kick in the ribs. 


KARATEKA, you have learned well 
the disciplines of karate. . .but now it 
is time to put your skills to the test. 
Your village has been ransacked, 
your friends and family scattered to 
the winds, your bride-to-be. Princess 
Mariko, kidnapped and cruelly 
imprisoned by the evil warlord 
Akuma. If you ever hope to see her 
again. Karateka, you know what you 
must do. 

Scale the mighty cliffs that lead 
to Akuma's fortress. There, you 
will en- 
counter 
the first 
of many 
palace 
guards. 

Kick! 

Thrust! 



Parry! At every turn you \ 
yet another warrior, each s 


than the last. 

Finally, Karateka, you will come 
face-to-face with Akuma himself. 
Here your fate will be decided. Either 
eternal happiness or instant death. 
THE MAKING OF KARATEKA. 

■ • "Karateka’ 

designer 
Jordan 
Mechner 
is a karate 
enthusiast 
and a 
stickler 

for realism. He used film clips of 
karate masters as a guide for the 
moves used in the game. 

The carefully detailed, animated 
figures perform all the moves of real 
martial arts combat with stunning 
realism. 

Beautiful scrolling hi-res back- 
grounds, an intricate story line and 


fast-paced karate action make 
"Karateka" a great way to get 
your kicks. 


kARateka 



Meilwnb 



Broderbund 


KARATEKA is available for Apple, Commodore 64 and Atari personal computers. Look for it at your favorite Br0derbund Software dealer. For more information about 
Br0derbund products, please write us at 17 Paul Drive, San Rafael, California 94903-2101. Apple, Commodore and Atari are registered trademarks of Apple Computer, 
Inc., Commodore Electronics, Ltd. and Atari Corporation respectively. © 1985 Br0derbund Software, Inc. 






GREGG WILLIAMS 


I can’t tell you how pleased I am to be 
the new Atari columnist for CGW. I’ve 
had at least one Atari since, well, forever. I 
feel it is still technologically the most 
sophisticated 8-bit computer around, and 
for the money these days, it’s unbeatable. 
(I say this as a past and current Apple II 
owner. For the record, I also own two 
Atari 800s, an Atari 400, and an Amiga, 
have a Macintosh on my desk, and can get 
to an Atari 520ST--with both monitors-- 
down the hall at work.) [Ed. Note: Gregg 
is a technical editor for Byte Magazine.] 
Even though games don’t come out for the 
Atari first anymore, when they do, they’re 
worth waiting for. And the 520ST also 
impresses me the more I work with it. 

SON OF.... 


Aren’t game sequels fun? I’ll let you 
guess on this one. I ran across a fairly 
interesting game that struck me as odd in 
a disturbing, subliminal way, until I made 
a certain connection. I don’t know--it may 
not be true, but I’ll let you draw your own 
conclusions. The game is vaguely 
reminiscent of Atari’s coin-op Crystal 
Caverns, but it features a small blond girl 
picking up keys. There’s a cat that, if 
caught, awards you with an extra life. 
Occasionally, you find mushrooms that, 
when eaten, cause the girl to grow twice as 
large (and look like a girl drawn by Sir 


John Tenniel). The girl’s nemeses are one 
or more dark figures that, as best I can tell 
given the Atari’s resolution, look like 
brown cartoon mice wearing fedoras. 

Does all this remind you of something? 
Maybe not, but it reminded me a whole lot 
of Alice in Wonderland. (Tenniel did the 
illustrations that everyone thinks of when 
they imagine Alice, and the mice figures 
might represent the Dormouse.) You might 
say I’m stretching the point a bit too far, 
so let me add this. How likely is it that a 
game with girls, mice, cats, and magic 
mushrooms should be called "Lode 
Runner’s Rescue"? It’s a nice game but, 
frankly, if that game began its life with the 
Lode Runner name attached to it. I’m the 
Mad Hatter. I think Synapse got this game 
from an independent game designer and 
slapped the Lode Runner name on it. 

It’s a pretty nice game, a bit 
frustrating, but in the way that many 
successful videogames are. As far as Atari 
800 graphics go, it’s a masterpiece of 
programming and visual effects--my hat’s 
off to the game’s author. Josh Scholar. The 
game has 46 screens and the capability to 
make your own game screens. 

During game play, you’re looking down 
on the screen, much as you do in Zaxxon 
or Crystal Caverns. Your joystick controls 
Alexandra, the Lode Runner’s daughter, 
who has to get billions and billions of keys 


(sorry) on all 46 screens before she can free 
her father from his prison on the last 
screen. In addition to mushrooms (fairly 
rare) and keys (incredibly common), you 
have water squares that Alexandra can 
swim in, elevators, trapdoors, and 
Bungeling guards (the mice). 

The game often feels more like an 
Infocom puzzle than it does the fast 
thinking-on-the-run strategy of Lode 
Runner. The Bungeling guards either 
patrol a set path (in which case timing is 
everything) or they follow you relentlessly 
(and, unlike in Lode Runner, there’s not 
much you can do to outsmart them). The 
playing field is multilevel, and much of the 
game hinges on two constraints: one, 
Alexandra can only jump up or down a 
certain distance each time; and, two, you 
have to get all the keys to finish a level, 
and often they’re hidden by the 3-D 
geometry or isolated by the playing field 
topography. You spend most of the time 
figuring out how to get Alexandra to do 
something you need her to do. It’s an 
interesting game if you like to solve 
puzzles--but I will not believe that 
Bungeling guards wear brown fedoras! 

THE FIRST FEW 520ST GAMES 


I’ve seen three ST games, and moat of 
them suffer from the let’s-get-it-out-firat- 
and-they’ll-buy-anything syndrome; I 
hope that, by the time you read this, there 
will be more — and better — games out. 

The worst is Mudpjes . from MichTron 
(313-334-4700). It’s competently 
programmed but as forgettable as dozens 
of microcomputer arcade games; buy it 
only if you have the money to burn. The 
next is Flip Side , also from MichTron, 
which is a competent implementation of 
Othello for one or two players. It’s also the 
only game that works with both the color 
and monochrome monitors; all the other 
ST games mentioned here require the color 
monitor. The Flip Side documentation 
says it’s not copy-protected; I didn’t try, 
but that’s nice to know. 

The best game of all--a good game by 
any standards, perhaps even a classic--is 
Hex , from Mark of the Unicorn (617-576- 
2760); unfortunately, it’s copy-protected. 

(I don’t copy software I don’t own, but. 
this game writes to disk regularly — I want 
a backup!) Most of us love and revere 
Electronic Arts’ Archon, which broke new 
ground as an arcade-oriented blend similar 
to a mix of chess and shoot-em-up arcade 
games. Hex is similar in that it is a 
strategy-oriented blend similar to a mix of 
(sort of) Othello and Q*bert. 

Hex is played on a sloped landscape of 
19 hexes that cycle through green, red, 
purple, blue, green.... Your player (a 
unicorn, naturally) tries to turn all the 
hexes green, while your computer 
opponents (no two-player option, 
unfortunately) try to turn them to purple; 
it’s a tie if a round lasts more than 100 
moves or if the field is turned totally red 

Continued on pg. 40 
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1 941 : Rommel's Afrika Korps was besieging the strategic port of Tobruk. The 
British 8th Army attacked three times to raise the siege: Operations Brevity, Bat- 
tleaxe, and Crusader. On the third try, Rommel retreated. But the next spring 
he was back, sweeping around the flank of 8th Army's Gazala Line and into 
Tobruk, forcing the British all the way back to El Alamein. 

Rommel gives you four different games: all the battles for Tobruk. Now you 
can experience the sweeping maneuver and hard-fought tank battles of the desert 
war with the incredible historical detail that only GDW can provide: battalion- 
level historical units, counting individual tanks (by type, from L3s to Matildas), 
men, artillery, and anti-tank guns; a game system that fully models combined- 
arms combat; detailed supply and air war systems. We put history in so you 
get history out. And it's remarkably easy to play. 
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History In— History Out 


GDW 


Game 
Designers' 
Workshop 

P.O.Box 1646, Bloomington, IL 61702-1646 
(309)452-3632 


A GDW Computer War Game 


★ Simultaneous hidden movement — limited intelligence 

★ Real combined arms interactions 

★ Detailed model of unit morale 

★ Tactical and strategic maps 

★ Computer plays either side at three skill levels 

★ Save game and play by mail options 

★ Change options in mid-game — even change sides 

★ Keyboard or joystick control 

★ Minefields and fortifications 

★ Fatigue and regrouping 

★ Complete documentation 

★ Extensive historical notes 


The Battle of Chickamauga 

One of the bloodiest and most evenly matched battles 
of the Civil War. You command a Union or Confederate 
army of 50,000 men: brigades of infantry or cavalry with 
attached artillery. The computer keeps track of each man 
and gun, plus changing unit morale, fatigue, and com- 
munications status. 


Rommel: $40; Chickamauga: $35. Disk for Atari computers with 
48k. Both coming soon for Apple and Commodore computers. If 
there is no store in your area, you can order direct from GDW. 
Add $1 per game for handling. 








Try These Other 
Real Life Simulations 


Daring Attack Helicopter 
Action in the AH-64 Apache! 


Exciting Speech and 
Graphic Air Traffic 
Control Action! 


You are in command - 
North Africa 1940-1942 


^iit^PROSE 


120 LAKEFRONT DRIVE • HUNT VALLEY, MD 21030 • (301) 667-1151 


Another Great Emulation from Sd Mder - 
Author ofF-15 Strike ^gte 


Mow he takes you from the cold, thin air and limitless space of F- 15 Strike Eagle down into 
the dark depths of the Pacific Ocean inside an American World War II submarine for a 
realistic, action -filled simulation — 


FIVEACTTHEFfnC 
BATTLE STATION SCREENS 


Silent Service is available for Commodore 64/128, 
Apple II Family, Atari XL/XE, IBM PC/PC Jr. 
computers for a suggested retail of only 
$34.95. Available soon for Macintosh for a 
suggested retail of only $39.95. Call or 
write for more information or MC/VISA orders. 


COMMODORE, APPLE, ATARI, IBM, and MACINTOSH, 
are registered irademarKsof Commodore Business Inc., 
Apple (Computer Inc., Atari Inc,, and International 
Business Macrilnes Inc., respectively. 


Photo courtesy Baltimore Maritime Museum 


Thrill to the initial sighting of the 
enemy's strike force in your peri- 
scope as their ships come into your 
range. But watch out — the enemy's 
escorts have just sighted you. You're 
the hunter — but suddenly — you've 
become the huntedi 

As Commander, you must sink their 
ships and keep your submarine from 
being destroyed — if you can. Will you 
select a quiet patrol sector in the 
Marianas Islands or choose the 
dangerous waters off the coast of 
Japan? Is a submerged daylight 
periscope attack best or do you 
charge in on the surface at night 
using only radar bearings to guide 
you? Do you fire a spread of your pre- 
cious torpedoes or can you close the 
range and pick off the enemy with a 
single torpedo shot? These decisions 
and many more are yours to make as 
you take your place among the elite 
ranks of the SILENT SERVICEI 

It's exciting — and it's ftin. It's 
another great Micro Prose simulation 
— and it's called SILENT SERVICE. 
Look for it now on your 
dealer's shelves. 






In the summer of 1941, the German 
Juggernaut easily rolled across Western 
Russia, all but obliterating the Russian 
army in its path. By the end of September, 
Army Group Center stood poised less than 
200 miles from the gates of Moscow. The 
Germans pressed forward, but heavy rains, 
an early but severe winter, and a constant 
onslaught of Russian reinforcements 
stopped the Germans just a few miles 
short of their objective. The following 
Russian Winter offensive pushed the Ger- 
mans back to about 100 miles west of the 
Russian capital. Even though the Germans 
would again resume the offensive in the 
Spring of 1942, they would never fully re- 
cover. In the Summer of 1943, the battle of 
Kursk would seal the fate of Nazi Ger- 
many. 

This battle, in the latter part of 1941, 
for the Russian capital, is the subject of 
SGP’s At The Gates of Moscow 
(ATGOM). It is an operational level sim- 
ulation, with weekly turns, employing di- 
vision and brigade sized units. 

There are three scenarios. The first is 
the final German assault on Moscow. The 
second is the same but includes the Rus- 
sian Winter counter-offensive. The third 
scenario is the full campaign game. 

The game can be played solo 
(computer plays the Russian position), two 
player, or even as a multiplayer game. The 
full color graphics is the best that I’ve seen 
for a wargame on the Apple. 

ATGOM offers many features and in- 
novations that not only enhance its real- 
ism but depth of play as well. 

Not only must the Germans fight the 
Russian Army, but they must build garri- 
son units in cities and railroads in the rear 
to ward off harassment from Russian par- 
tisan units. 

When the rains come the German will 
be required to allocate 6 infantry divisions 
for mud duties (clearing roads, etc.). 

Similarly, the first two turns of the 
game, Russian units may surrender. If suf- 
ficient numbers do, the Germans must re- 


by Lew Fisher 

move 2 divisions, one turn, to escort the 
prisoners to the rear. 

In most wargames, each player deter- 
mines the total strategy for his forces. This 
is not entirely the case in this game. Each 
German turn Hitler will issue directives - 
such as "take Kursk this turn". Failure to 
comply can result in the removal from 
command of a valuable leader. Other or- 
ders may be to hold a certain position or 
not to retreat. The Russian player is bur- 
dened with Stalin directives that are simi- 
lar in nature. 



Most operational land games include 
some sort of abstract tactical air rules. 
ATGOM goes beyond that. Not only is 
there offensive air support, defensive air 
support and interdiction; but, there is in- 
terception of other air units, and for the 
Germans, terror bombing. Terror bombing 
affects Russian supply as well as attempts 
to form militia units. 


defensive ability, aggressiveness, organiza- 
tional skills, political finesse, initiative, in- 
dependence and ability to get reserve al- 
locations from superiors. This means one 
leader may be better able to coordinate an 
attack; another may be more adept at de- 
fending; while yet another may fail a di- 
rective and still retain his command. 

A real plus for the game is the artificial 
intelligence. For most other computer 
wargames, to increase the level of play of 
the computer opponent, the computer is 
given more replacements, allowed better 
combat odds, or some other artificial 
advantage. Not so with this game. There 
are ten levels of play for the computer. At 
higher levels it thinks ahead more moves. 
Level ten plays one hell of a game! 

Going back to the map, a feature that 
really allows for coherent play is the 
strategic map display. This feature allows 
an overview of the entire map (including 
major terrain and known unit positions). 
By moving the cursor over a specific area, 
then changing to the normal map, one can 
easily find and move units; yet keep track 
of the entire battle without need for end- 
less scrolling. 

All enemy units adjacent to friendly 
units are seen on the map. Enemy units 
behind the lines have about 35% chance of 
being spotted. This percentage will de- 
crease as the weather deteriorates (less 
chance for aerial recon). Also, as a friendly 
unit moves adjacent to a previously un- 
known enemy unit, the enemy unit will 
immediately appear on the map. 

ATGOM uses an alternating, sequen- 
tial system for movement and combat - 
prefaced with a mutual phase to perform 
assorted tasks such as assigning air units, 
receiving directives, and other assorted 
general actions. 

Initiative determines which player goes 
first each turn. After the player with the 
initiative expends all his supply points 
(moving and fighting) or passes, it is the 
other player’s turn to do the same. This 
process is repeated to complete a full turn. 
The key to success is supply point man- 
agement. 
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As in any good Eastern Front game, 
weather is an important factor. During in- 
clement weather air missions are decreased 
or not flown at all. Also, as the weather 
gets worse, movement gets slower, more 
costly, and combat becomes less effective. 
But, it becomes even more difficult for the 
Germans, as the Russians were prepared 
for a harsh winter. As the winter pro- 
gresses, the Russians will gain the initia- 
tive and be able to resume the offensive. 

This, to date, is the best land wargame 
I’ve played. However, several things should 
be considered before buying it. One, this is 


a detailed simulation with each turn tak- 
ing a long time to play. I recommend this 
game to the serious gamer with time on his 
hands. Second, although the documen- 
tation was well done and easy to digest, 
there were many holes and inconsistencies. 
The game can be played, but it takes sev- 
eral games to find out exactly what to do 
or why certain things are happening. 

ATGOM is an excellent effort for the 
designer’s first computer game. I hope to 
see more scenarios using the same map. 
Also, they have several other games in the 
works. If they are anything like this game 


they should prove interesting as well as 
innovative. 


Apple lie, or Ilc/Computer Version 
$45.95, Board Version $20.95/ Author: 
David Heath, Mark Korman, Todd 
Hochwits/Publisher: Strategic Games 
Publications, Staten Island, NY. 

[Ed Note: There are two versions of 
ATGOM; a board and a computer version. 
The computer game is a translation of the 
board game into a computer game format]. 


NOW FOR COMMODORE-64 

NAPOLEON AT WATERLOO Now with 4 scenarios. Relive this clas- 
sic battle, as you lead the French against the combined strength of the 
British and Prussian armies. The crisp graphics and simple to use com- 
mand system make this real-time game a joy to play. A must for anyone 
interested in Napoleonic warfare. If you already own NAPOLEON AT 
WATERLOO, the new version is available for $12.50 

"This game has a lot going for it!' — Mark Bausman, Computer Gaming 
World 

ALSO FOR COMMODORE-64 

ROME and the Barbarians A military simulation of the Western 
Roman Empire’s struggle for survival. As supreme military commander, 
you must exercise a combination of military prowess and clever financial 
management. 

"This game’s excellence comes from its realistic understanding of histor- 
ical issues!’ — Michael Ciraolo, ANTIC magazine 


NAPOLEON AT WATERLOO - 

ATARI 40K 
CorTimodore-64 


■$34.95 


ROME and the Barbarians — $34.95 

ATARI 32K 

Commodore-64 


SNEAK PREVIEW 

INVASION of SICILY 

• Solitare or two-player 

• Three difficulty levels 

• Variable set-up 

• Game save 

• MORE 



"^(RENtek software. 


TO ORDER: To order by phone, VISA and MC owners can call (913)362-9267. To order by mail, send check or money order to KRENtek Software, P.O. Box 3372, 
Kansas City. KS 66103. FREE SHIPPING in USA. 

GUARANTEE: If you are not fully satisfied with any game bought directly from KRENtek. return it within 30 days for a full refund. 
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by Stewart McKames 


Dear Reader: 

This is to inform you that an opportunity of 
unprecedented proportions has recently been made 
available. Yes, you too can make a place for 
yourself in archaeological history by taking up the 
offer of the late Hiram Perkins Primm, as 
administered by his solicitors, to carry on his search 
for the fabled lost tomb of the Egyptian Pharaoh 
Ahnk Ahnk into the Heart of Africa. Maps, travel 
accommodations to Africa, and other initial meeds 
have been provided by the clever and versatile 
people at Electronic Arts; the very people through 
whom many of you may have arranged expeditions 
to the New World in search of the famed Seven 
Cities of Gold. I am told by Mr.Winfrid Frump, a 
member of the firm of solicitors (Flattery, Frump, 
and Flaghorne) representing the estate of the late 
Mr.Primm, that they are looking for and 
"uncommon person" of "uncommon worthiness" in 
order to fulfill the requirements of Mr. Pimm’s Will 
(which, by the way, leaves all of his rather 
considerable fortune to the finder of Ahnk 
Ahnk’Tomb, should the legends about the treasures 
buried with him prove to be a bit exaggerated.) 

What? Discouraged? Never fear, for while you 
may think that you could never live up to the no 
doubt stringent requirements to qualify as such an 
"uncommon" and "uncommonly worthy"person, I 
have been assured by another member of the 
solicitor firm, Mr. willoughby Flaghorne, that such 
people are much more common than one would 
suspect. He, in fact, definitely was heard to 
mention something about one being born every 
minute! 

I must, however, warn you that the task which 
lies before you is not an easy one. All that is 
known about the tomb is that there exists a legend 
of a ninth century BC Pharaoh who had his body 
and his vast hoard of gold and jewels hidden 
somewhere in Africa. You will be set off the 


steamer near Cairo with the nominal sum of $250 
and an invaluable piece of information — the notes 
of Primm’s many ventures into the dark continent. 
Invaluable, due to the many insights it provides 
into the ways of the native tribes of Africa’s 
various regions. Careful attention to this document 
will, without a doubt, much increase your chances 
for success. 

Two other factors will aid your quest for the 
lost tomb. The first is that you will be awarded 
cash for any discoveries made while exploring 
Africa. Agents for the executors of the estate can 
be found in each of the ports identified on the map 
provided and will pay you for those noteworthy 
discoveries (sources and mouths of rivers, major 
mountains, major lakes, etc...) recorded in your 
notebook and for general area covered. With careful 
rationing, this source of funds should be enough to 
keep you from starving. The second factor is that 
somewhere out in the trackless waists or steamy 
jungles or endless veldt are to be found deposits of 
copper,silver, gold, and emeralds, not to mention 
the ivory to be found in the legendary Elephant 
Graveyard. Each of these commodities will prove 
very useful with the natives of a particular region 
and all can, of course, be sold in any of the port 
cities or in the two interior cities of Timbuktu and 
Khartoum. 



This brings us to the key to your quest. Ancient 
tribal stories may well have preserved some record 
of Ahnk Ahnk’s final journey. And, if the tribe 
knows nothing of the tomb, it may know the 
location of one of the above mentioned 
commodities. There are three methods of obtaining 
this information. You may give the chief a large 
quantity of gifts which have been purchased in a 
city. The number the chief demands may vary, so 
that what one chief accepts may be insufficient for 
another. The second method consists of giving the 
chief the specific commodity which his tribe 
particularly values. Do not, however, offer the 
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improper commodity, as this may well get you in 
more trouble than you can handle. The third 
method is the most direct and most dangerous. All 
you have to do is pull the gun you bought in the 
city on the chief. The chief will tell you the 
information you desire but, as a result of your 
felonious actions, you have a chance of being 
sniped at and robbed of all of your possessions. The 
least effect of this choice is to have yourself barred 
from the tribe in the future. 

Does any of this sound difficult? No? Well, what 
if I told you that you had only five years in which 
to complete your mission; to explore new regions, 
new civilizations; to go where no man has gone 
before. ..(Ah, sorry about that. I don’t know what 
got into me. But, to continue...) In any case, you 
are indeed limited to just five years for your 
search. Should you fail in your attempt, another 
"uncommon" person will be dispatched in your 
place. Oh, and if you hope to be aided by the 
reports of your compatriots, you will sadly discover 
a remarkable phenomenon: every person has been 
told different stories and given different directions 
by the many tribes questioned. Inexplicably, no two 
journeys seem the same. How this strange situation 
is achieved no one knows. The effect is that each 
attempt is as if the first. 

This brings us to one of the few areas in which 
the powers of Ahnk Ahnk may be a bit weak. Due, 
no doubt, to the limited number of instructions 
able to be placed with those responsible for hiding 

Continued on pg. 45 


THE GAME OF THE FUTURE IS 4,000 YEARS OLD 

TM 

Born in China and perfected in Japan, GO was prized by Shogun and Samurai for 
sharpening strategic and tactical skills. Indeed, the global vision and long-range 
planning of contemporary Japanese business reflect the strategic concepts of GO. 
Played internationally now, this fascinating game has also been a model for AI 
research, military and economic conflict, and revolution. 

The ELECTRONIC GO BOARD turns your PC into a versatile recording GO set, a 
new and powerful medium for learning, playing, and communicating GO. 
Requires an IBM PC or compatible with 128K, one single- or double-sided disk 
drive, a graphics adapter, graphics monitor, DOS 1.0 or higher. 

$29.95 +$3 00 shipping and handling ( + CA lax if applicable). 

Features Include: 

• A tutorial that teaches GO 

• A library of famous games on disk 

• PC’s high resolution graphics simulate a GO set 

• Board size option from 1x1 to 19x19 

• Game can be saved anytime for later continuation or review 

• Moves can be inserted anywhere in a game 

• Game record can be printed out in standard notation 

• Recorded game can be played forward or backward 

• Playback either manual or automatic with adjustable rate 

• Recorded game can be continued from any move as a new game 

• Comments can be inserted after any move, during play or later 

• Move number is always displayed 

• Number of captured stones is displayed (in forward play) 

• Automated capture of stones 

• Score calculated at end of game 

• Not copy protected 

Infinity Systems International 

\^)p PO Box 9964, Berkeley, CA 94709. 415/548-8170 
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FOOTBALL/BASKETBALL 

• Play Head to Head, you vs. Computer or Computer vs. Computer. 

• Statistical recap printed at end of each game to screen or printer. 

• Games run on Apple II®, Me, He, 11+ (1 Disk) Dos 3.3, C-64/128 

• IBM-PC, PC Jr® w/Disk DOS 2.X, Basic, 128 KB 

3 in 1 College & Pro Football 

THE GAME. ..3 versions are offered in 1 game. College, NFL and USFL. You and your friends will have hours of fun coaching your 
favorite teams against each other: 1 1 offensive and 6 defensive plays are included. You will agree that in every respect this is the most 
realistic game you have ever played. Individual player and team stats are tabulated by the computer, so all you have to worry about is 
beating your opponent. 

the TEAMS... This game contains the most exhaustive list of teams you will find in a football game anywhere. Each team’s ball handlers 
are rated to perform realisticallyjustasthey did in real life. Included are 213 current College and Pro Teams. 


For the Apple II® Computer 
IBM-PC/Jr® C-64/128 


• 3 in 1 College & Pro football Including 167 ‘84 College Teams, 28 '84 NFL Teams, 18 ’84 USFL Teams, $29.99 

• 174 Great College Teams of the Past f’59-’82) $10.00 

• NFL Past Seasons (170 Teams) ’41, '42, '48, '49, '50, ’52, ’56. '59. '63, '78, '82. $12.00 

• 95 ’83 College, 28 ’83 NFL, 18 '84 USFL, 48 NFL Great Past. $12.00 

Final Four College Basketball 

THE GAME...PIays fast and easy. You, as coach, make all the crucial decisions. You select lineups, defense (5 to choose from), offensive 
playstyle. Your players will tire and get in foul trouble. You decide whether to shoot or play for a better shot and risk turnover. This is the 
most authentic, exciting simulation of basketball on the market today. 

THETEAMS...286 84-85 teams are included and 69 great teams of the past. Each team has 10 players rated for FG%, FT%, RB, Passing, 
Defense, Blocks. Each-player will also contribute just as he did in real life. Run & Shoot with 76 UNLV, see action with 56SF (B Russell), 
69 UCIA (Alcindor), 62 OSU (Lucas, Havlicek), 66 KY (Riley, Dampier), 68 Houston (Hayes, etc). All the great ones are here. Play 
seasons. Hold your own tournaments. See if you can take your team to the Final Four. 

• Final Four College basketball including 286 ’84-’85 teams and 69 Great Teams of the Past (’55-’84). $29.99 

• Basketball-the PRO GAME including 23-’84-’85 teams: STteams of the past ('55-'84) $29.99 

Cash / Check / Money Order 

LANCE HAFFNER GAMES: P.O, Box 100594 • Nashville, Tennessee 37210 

(615) 242-2617 

DEALER INQUIRIES WELCOME Circle Reader Service #48 
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STIMTEGIC 


SWUUTIONs 




QUESTROM™ role-playing 
game so spell- binding, it 
suspends reality and con- 
jures up an enchanted world 
whose only hope against 
the forces of evil is you. 

GEMSTOME WARRIOR™ 

A lightning- fast action strat- 
egy game that will leave you 
breathless with excitement 
as It takes you through the 


(toll free). In California, call 
800-772-3545, ext. 335. 
Please specify computer 
format and add $2.00 for ship- 
ping and handling. 

To order by mail, send 
your check to: STRATEGIC 
SIMULATIOnS, INC., 883 Stierlin 
Road, Bldg. A-200, Mountain 
View, CA 94043. (California 
residents, add 7% sales tax.) 
All our games carry a "14-day 


labyrinths of the nether- 
world on a noble quest. 


Open them up and step 
through the gateway to 
your fantasies. At your local 
computer/software or game 
store today. 


If there are no convenient 
stores near you, VISA & M/C 
holders can order direct by 
calling 800-227-1617, ext. 335 


satisfaction or your money 
back" guarantee. 

WRITE FOR A FREE COLOR 
CATALOG OF ALL OUR GAMES. 


©1985 by Strategic Simulations, Inc. 
All rights reserved. 


CLOSE ENCOUNTERS 
OF THE FANTASY KIND 






3 IT 


QUESTRON"* 

is available on 48K diskette for 
APPLE®!! with Applesoft ROM, Apple il4-. 

He, and lie ($49.95). 

On 40K diskette for ATAR!® home computers ($49.95). 
On 64R diskette for COMMODORE 64' ($39.95). 




QENSTOnE WARRIOR' 

($34.95) is available on 64K diskette for 
APPLE®!! with Applesoft ROM, Apple !!+, lie, and lie. 
On 128K and 512K diskette for MACIMTOSH® 
On 48K diskette for ATARI ' home computers. 
On 64K diskette for COMMODORE 64" 



APPLE/MACinTOSH, ATARI and COMMODORE 64 are trademarks of Apple Computer, Inc., Atari, Inc., and Commodore Electronics, Ltd., respectively. 



ATARI (Con.) 


or blue. Each time you jump on a hex it 
turns color, unless it has adjacent hexes of 
the same color; then you must jump on 
them all to change them to the next color. 
You and the computer take turns moving 
your pieces--deep thinking is more 
important here than fast thinking. 

The key to Hex’s considerable success 
is that, with each round you win, you can 
buy a "spell" (or, if you will, "hex"--sorry, 
but that’s their pun, not mine) that allows 
you to bend or break the rules. There are 
about 25 spell components that combine to 
make over 100 spells, ranging from a cheap 
spell that flips a hex 2 or 3 colors to a 
super-expensive one (I haven’t seen it-- 
this is from the rules) that gives you a 
"clone" of yourself that you can control. 
The computer sometimes throws more 
than one opponent at you, so you 
eventually need all the help you can get. 

Hex has 120 rounds, and you can save 
your player’s status at the end of a round. 
It’s a finely balanced game (very rare, and 
hard to do) that has the sense of delight 
that I find so wonderful in a game. If I 
have to quibble, I have to say that I don’t 
like the computer being able to pick any 
spell it wants to get itself out of a tight 
spot. You have only five spells, and it 
would be nice to know what spells the 
computer has access to--that way, your 
move could take those contingencies into 
account. As it is, you’re arbitrarily at the 
program’s mercy. But it’s a great game, 
maybe a classic, and I hope that Mark of 
the Unicorn translates it to other machines 
(Atari 800 or Amiga, maybe?). 

NEXT ISSUE 


If all goes well, I should be talking 
about the two new Lucasfilm games. The 
Eidolon and The Koronis Rift . I’ve heard 
good things about them. 

And now, a scoop! When I say 
"multiplayer game" or "graphics," who do 
you think of? Epyx? Activision? What 
about Infocom ? No, I’m serious. This 
project has been on the boards for over 
two years, and it was started by Michael 
Berlyn (who’s no longer at Infocom) and 
Marc Blank; I managed to see it at an 
early stage. 

"Fooblitzky" is for two to four players, 
comes with a playing board and grease 
pencil for each player, and is like, 
according to Infocom, a cross between Clue 
and Mastermind. To quote their ad, 
"Fooblitzky combines logic, strategy, and 
chance with some of the wackiest 
animation on this planet to create a 
computerized board game that we swear 
on a stack of interactive fiction stories is 
FUN." 

"Why haven’t I seen this ad?" you ask. 
You may have, but only if you’re on 
Infocom’s mailing list. They’re test- 
marketing this game for six months, and it 
will not be advertised or sold retail for a 
while. If you absolutely must have this 
game now, call Infocom at 800-262-6868, 
and ask for the Atari version of 
Fooblitzky; it’s $39.95 plus shipping. If all 
goes well. I’ll have a report on it next 
time. 



WW II GAtO-ClQSS'Sub|0Qfine Simulation 


IDM PC Series (Inc. PCjr) 
126K RAM 

One Double-Sided Disk Drive 
COLOR Graphics Adopter 
Grophics Monitor 
(RGO recommended) 


Apple He and Ik 
128K RAM 

One Single-Sided Disk Drive 
Joystick Optional 
(64K. 60 Column Cords 
ovoiloble for S1 79.95) 


SPECTRUM HOLODYTE, INC. 1050 Wolnut. Suite 325, Boulder, CO 60302 (303)443-0191. Check your 
locol computer store or wherever sofrwore products ore sold. Deoler Inquiries coll: (600) 621-.6365 
X 262. Written by Poul Arlton and Ed Dowson. IDMond Apple ore registered trodemorksof Internotionol 
Business Mochines Corp. and Apple Computer, Inc. respectively. 
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RID #25 (use card at page 8) 

[Note: We are skipping #24 in our RID 
sequence in order that the RID numbers 
will correspond to the new magazine num- 
bering scheme mentioned elsewhere in this 
issue.] 

On this page a number of games are 
listed for evaluation. When evaluating a 
game consider such things as PRESEN- 
TATION (graphics, sound, packaging, 
documentation); GAME DESIGN (design, 
playability, interesting?); LIFE (does the 
game wear well?). 

For each game you rate, pl^ce a 1 
(terrible) through 9 (outstanding) next to 
the appropriate number. Leave blank any 
game which you have not played enough 
to have formed an opinion. 

In addition to games, we have listed a 
few items about the magazine itself that 
we would like you to rate on the same 
scale. 


Please Mail R.I.D. #25 before 
Jan. 31,1986. 


1. Mech Brigade (SSI) 

2. Crusade in Europe (MicroProse) 

3. Ancient Art of War (Broderbund) 

4. Breakthru Ardennes (SSI) 

6. Operation Market Grdn (SSI) 

6. APBA Baseball (Rndm House) 


AATARI 


Eidolon by Lucas Films$28.95 Lode Runner's Rescue $22.95 

Koronis Rift 28.95 Maxi Golf 22.95 

Battle of Antietam . . . 34.95 Microlge BB 85 Team DK14.95 

Goonles 22.95 Mindstiadow 22.95 

Alternate Reality 27.95 On Track Racing 19.95 

Aztec/Datamost 16.95 Panzer Grenadier 26.95 

Basic XE (Rom) 52.95 Paperclip 35.95 

Battalion Commander 26.95 Print Shop 29.95 

U.S.A.A.F 40.95 Prt Shop Gr Lib DK #3 18.95 

Bowling 25.95 "Essex 28.95 

The Hulk 22.95 Halley s Project 26.95 

Colonial Conquest .... 27.95 Sargon III 34.95 

Comp 0» Back 84 Tm DK14.95 Seven Cities of Gold . 23.95 

Computer Ambush . . . 38.95 Aerojet 23.95 

Computer Quarterback 27.95 Silent Service 23.95 

Decision in the Desert 26.95 Six Gun Shootout 26.95 

Gemstone Warrior . . . 24.95 Zorro 22.95 

Grt American CC Race 19.95 Typesetter (48K/128K) . 25.95 

Hacker .....' 19.95 Universe 60.95 

Jumpman or Jmpman Jr 14.95 War In Russia 48.95 

Karateka 22.95 Spiderman 22.95 

Kennedy Approach . . . 23.95 Chmpnship Lode Runner 22.95 
King Tut & Tomb Cost Kit13.95 ML Managers DK . . . . 28.95 
tin Atari 520ST (w/RGB monitor, mouse & drive) 899.95 

King's Quest ll/Crimson Crown (520ST) 39.95 

ItAtari 1050 Disk Drive 158 95 

tilt Atari 130XE 139 95 

Universe II (520STI 60.95 

Computereyes Digitizer w/sottware 109.95 

Atari XM301 Modem 39.95 


NOTE: Special Shipping Charges. It-S5.00. /tlt-SS.OO. 1t/tl1-$15.00 

'Call for availability 

" Req. 2 Disk Drives 

For IBM prices contact Dept. X15 


M *RS Dept. A11 

ERCHANDISIN6 15W615 Diversey 
(312) 530-0988 Elmhurst, IL 60126 

Add $3.00 shipping per order in Continental U.S. COD. $2.50 
extra. IL Residents add 6 1/4%Sales Tax. Due to our low prices, 
all sales are final. Ail detective returns must have a return 
authorization number. Prices & availability subject to change. 
No credit cards accepted. 

WRITE FOR FREE CATALOG 


7. NFL Challenge (XOR) 

8. Decision in the Desert (MP) 

9. Colonial Conquest (SSI) 

10. Objective Kursk (SSI) 

11. JET (subLogic) 

12. Wilderness (EA) 

13. Under Fire (AH) 

14. Super Bowl Sunday (AH) 

15. Norway 1985 (SSI) 

16. Golan Front (Sim Can) 

17. Battle for Normandy (SSI) 

18. Imperium Galactum (SSI) 

19. Heart of Africa (EA) 

20. Silent Service (MicroPrs) 

21. Battalion Commander (SSI) 

22. Panzer Grenadier (SSI) 

23. Europe Ablaze (SSG) 

24. 3 in 1 Football (HaRner) 

25. Star Fleet I (Cygnus) 

26. Ultima IV (Origin) 

27. Galactic Advntrs (SSI) 

28. Music Con Set (EA) 

29. Karateka (Broderbund) 

30. Rescue Raiders (Sir-tech) 

31. Witness (Infocom) 

32. Timeship (Five Star) 

33. Advent Con Set (EA) 

34. Kennedy Approach (MicroProse) 

35. Six Gun Shootout (SSI) 

36. Lordlings of Yore (Softlore) 

37. Skyfox (EA) 

38. Star Crystal #1 (Barac) 

39. Wishbringer (infocom) 

40. Witness (Infocom) 

41. Phantasie (SSI) 

42. The Bard’s Tale (EA) 

43. Mind Forever Voygn (Infocom) 

44. Golden Oldies (EA) 

45. King’s Quest II (Sierra) 

46. Where Carmen SD (Broderbund) 

47. Alpine Encounter (Random House) 

48. Icon (Macrocom) 

49. Super Huey (Cosmi) 

50. Countdown to Shutdn (Activision) 

51. Magazine cover artwork/style 

52. Kampfgruppe replay article 

53. Ultima IV review 

54. Overall issue 

55. Do you plan to purchase any of the 
following computers 

in the next 12 months? 

(A) IBM (B)Mac (C) Atari ST (D) 
Amiga 


56. What is your age? 

57. What is the highest level of education 
attained? 

(A) High School (B) College (C) 
Graduate school 

58. How much do you spend on games in 
an average month? 

59. Which best describes CGW? 

(A) Tastes great (B) Less filling 

60. Which computer(s) do you own? 
l=Apple; 2i=Atari; 3=Atari ST; 

4=C64/128; 5=IBM 

6=Mac; 7=Amiga; 8=other 


STRATEGICON 

presents 

ORCCON 1986 

and Special Guest 

E. GARY GYGAX 

A complete Strategy and Adventure 
Game Convention featuring three full 
days of tournaments, demonstrations, 
seminars, exhibitors, prizes and 
much, much more. 

ORCCON 1986 is to be held at the 
Los Angeles Airport Hyatt Hotel, 
February 14th - 17th President’s Day 
Weekend. Pre-registration is only 
$15.00 if postmarked by January 31st, 
1986, and there are no separate 
charges for individual or events (a 
STRATEGICON tradition) 

And don’t miss L.A. ORIGINS ’86, 
July 3rd ■ 6th at the Los Angeles 
Airport Hilton Hotel, and GATEWAY 
19%, August 30th ■ September 1st at 
the Los Angeles Airport Hyatt Hotel. 
To pre-register or for more 
information, contact: 

Diverse Talents, Inc. 
ORCCON 1986 

P.O. Box 8399 
Long Beach, CA 90808 
or call (213) 420-3675 

YOUR BEST GAMING MOVE 
IS IN SOUTHERN CALIFORNIA! 
Circle Reader Service #58 


G4M€SMI\WHIP 

Largest Selection of 
Computer Game Software 
SOUTH — Anywhere 

Pbkik ‘Arcade .Adventure .Strategy 

Odets Accepted 

3333 BRISTOL ST., COSTA MESA CALIFORNIA 92626 (714) 557-2447 
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CGW Has Data Disks! 



Two award winning screens from CGU's 
exciting lode Runner Disk 


loae Runmr. 

Our Lode Runner Disk contains 60 screens that were a part of CGW’s 
Lode Runner Design Contest. Here are 60 creative and challenging 
designs. Some are beautiful, some are devious, all are fun to play! 
Broderbund’s Lode Runner game is required to use this data disk. 
Available for APPLE, ATARI, and C-64. 

Also Available: 

Cosmic Balance Shipyard Disk #1: Contains over 20 ships that competed in CGW’s 

1983 tournament. SSI’s Cosmic Balance game required. Apple, Atari, C-64 

Cosmic Balance Shipyard Disk #2: Contains over 35 ships that competed in CGW’s 

1984 tournament. SSI’s Cosmic Balance game required. Apple, Atari, C-64 
Robotwar Disk #1: Contains the source code for the 12 entrants in CGW’s 1983 
tournament. Muse’s Robotwar game is reguired. Apple. 

Robotwar Disk #2: Contains 17 entrants in CGW’s 1984 tournament. Robotwar game is 
required. Apple. 

All disks are $15.00 each. Any two for $25.00. California residents add 
6% sales tax. 

When ordering specify which machine (Apple, Atari, C-64). 

TO ORDER: Send check, money order. Visa or MasterCard to 
COMPUTER GAMING WORLD, disk order Dept., P.O. Box 4566, 
Anaheim, CA 92803-4566. Please allow 4-6 weeks for delivery. 


BACK ISSUES ARE AVAILABLE 

Send $3.50 per issue 


2.3 - Wizardry; Tactics in Eastern Front; Time Zone 
Interview; Voyager I; Long Distance Gaming; Jabbertalky; 
Baseball Tournament results; Olympic Decathalon; 
Sweishbuckler; and morel 

2.5 - Software Piracy; Starblazer; Galactic Gladiators; 
Guadalcanal Campaign; Robotwar Tournament; The Road to 
Gettysburg; Cytron Masters; Starship Commander; Invasion 
Orion; and more! 

2.6 - History of a Wargame Design; Japanese Strategy in 
Guadalcanal Campaign; Eastern Front Scenarios; Star Maze; 
Legionnaire; Cytron Masters Upgrade; Andromeda Conquest; 
Torpedo Fire Scenarios; Beyond Sargon II; and more! 

3.1 - Serpentine; Cosmic Balance; S.E.U.I.S.; Armor Assault; 
The Arcade Machine; INDEX; and more! 

3.2 - Computer Games in 1983; Cosmic Balance Tactics and 
Ship Design; Zork! Overview; Ultima II; Millionaire; Robotwar 
Tournament Results; Epidemic; and more! 

3.3 - Close Assault; Computer Ambush; Adventure Game 
Contest; Pinball Construction Set; Germany 1985; Galactic 
Attack; Two Computer Baseball Leagues; Chess 7.0; and 
more! 

3.4 - Suspended; M.U.L.E.; Battle for Normandy Strategy; 
Serpent’s Star Hints; Cosmic Balance Contest Results; 
Knights of the Desert; Galactic Adventures; Computer Golf!; 
Bomb Alley; and more! 

3.5 - Electronic Arts; Combat Leader; Archon; Lode Runner; 
TAC; Paris in Danger; Cosmic Balance II; Delta Squadron; 
Zork III Tips; and more! 

3.6 - Ultima HI; Operation Whirlwind; Reach for the Stars; 
Legacy of Lylgamyn; Broadsides; North Atlantic ’86; Zork II 
Tips; and more! 

4.2 - Chris Crawford on Computer Game Design; Goren’s 
Computerized Bridge; Carrier Force; DIRECTORY OF 
GAME MANUFACTURERS; Robotwar Tournament Results; 
M.U.L.E. Designer Notes; Starcross Tips; Parthian Kings; and 
more! 

4.3 - Seven Cities of Gold; View from a Playtester; Universe - 
Two Reviews; Mig Alley Ace; Questron; Tycoon and Baron; A 
Broadsides Replay; Chancellor of the Exchequer; Enchanter 


Tips; Children’s Games - A Shopping Guide; Under Southern 
Skies; Chivalry; and more! 

4.4 - Jupiter Mission; Fifth Eskadra; Excalibur review and 
Designer’s Notes; War in Russia; President Elect and 1984; 
Lode Runner Contest; Fighter Command; Galactic Gladiator 
Scenarios; Flight Simulator II and Solo Flight; Crypt of 
Medea; Sorcerer Tips; and more! 

4.5 - Staying Alive in Wizardry; Adventure Gaming 
Conference; CGW Baseball League; The Computer as 
Opponent; Sundog; CGW Computer Game Conference; Road 
to Moscow; Strate^ Game Tips; Deadline Tips; Seven Cities 
of Gold Designer Notes; Rails West; and more! 

4.6 - Carrier Force Replay; When Superpowers Collide; Mail 
Order Games; Panzer-jagd Review; More Galactic Gladiator 
Scenarios; Cutthroat Hints; Should You Turn Pro?; 
Dreadnoughts; F-15 Strike Eagle; and more! 

5.1 - War in Russia Replay (Pt 1); Hitchhiker’s Guide to the 
Galaxy (two articles!; A Software Agent Looks at the 
Industry; Breakthrougn in the Ardennes Designer Notes; Gulf 
Strike; Cosmic Balance Contest Results; Clear for Action; and 
more! 

5.2 - Lode Runner Contest Results; Carriers at War; War in 
Russia Replay (Pt 2); Kampfgruppe; IBM Goes to War; 
Suspect Hints; Robot Odyssey I and Chipwits; The New Atari 
Computers; and more! 

5.3 - Sports Games Survey; The Battle of Chickamauga; 
Imperium Galactum; Games You’ll Never See; Crusade in 
Europe Design Notes; Lucasfilm Enters Home Gaming; 
Baseball Games for Your Computer; Mindwheel Hints; Silicon 
Cerebrum; Reforger ’88; Napoleon at Waterloo; and more! 

5.4 - Operation Market Garden; Fog of War in Computer 
Games; Ultima II for Mac; The Amiga Computer; Computer 
Gaming in Japan; Phantasie tips; The Railroad Works; Six 
Gun Shootout; and more! 

5.5 - The Future of Computer G.aming; The Bard’s Tale; 
Game of the Year Awards; Crusade in Europe and Decision in 
the Desert; Computer Football Survey; Ultima III; Golan 
Front; Wishbringer tips; How to Telegame; Colonial 
Conquest; Star Fleet One; Star Crystal; Speculator; 
Incunabula; and more! 
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Superstars aren't just the best in their 
fields. They're the best, year after year. In 
the wide world of sports simulations, SSI's 
COMPUTER QUARTERBACK™ and 
COMPUTER BASEBALL” stand out as 
true superstars. To date, tens of thousands 
of enthusiastic fans and dozens of maga- 
zine reviewers alike have cheered their 
superb display of realism and excitement. 
By consistently outplaying the competi- 
tion, our games stand head and shoulders 
above the crowd. 

If you're scouting for the best football 
and baseball strategy games around, take 


a good look at ours ■— the ones with the 
proven performance. You’ll know these are 
the superstars you want to play on your 
computer. Sign them up at your local 
computer/software or game store today! 

If there are no convenient stores near 
you, VISA & M/C holders can order these 
$39.95 games direct by calling 800-227- 
1617, x335 (toll free). In California, 800- 
772-3545, x335. 

Please specify computer format and 
add $2.00 for shipping and handling. 

To order by mail, send your check to: 


Strategic Simulations, Inc., 883 Stierlin 
Road, A-200, Mountain View, CA 94043. 
(California residents, add 7% sales tax.) 
All our games carry a “14-day satisfaction 
or your money back” guarantee. 

WRITE FOR A FREE COLOR CATALOG OF 
ALL OUR GAMES TOOAY. 

Compiiter Quarterback is on diskette for 
48K APPLE II® series, ATARI® home 
computers, and the COMMODORE 64™. 
Computer Raseball is on diskette for 
APPLE, ATARI, C-64 and IBM PC® and 
PCjh^ 


APPLE, ATARI, COMMODORE 64 and IBM PC/PCjr 
are trademarks of Apple Computer, Inc., Atari, Inc., 
Commodore Electronics, Ltd., and International 
Business Machines Corp., respectively. 



STRATEQIC SIMULATIONS, INC. 
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BOX 


runs 


At SSG we make strategy 
games for your computer...with 
a difference. The Design Kits 
incorporated in our programs 
allow you to create your own 
scenarios. 

runs is our way of 
supporting our customers. 

Each issue of the magazine 
will contain a couple of new 
scenarios, design features, 
scenario notes, updates on 
proj^ts in development, 
gossip, reviews, letters and 
dadfiastior^ 

1^^ 

$15.00 postpd 
issue subscrlp 
means, 
you get 
the best eemi 
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Continued from pg. 38 


his Tomb (legend suggests this limit to have been 
64K), there appears to be some favorite locations in 
Africa for the Tomb or the various deposits to be 
found. Granted that there are still a very large 
number of locations available, it does give a bit of 
a lift to ones learning curve. 

But, enough grumbling. Electronic Arts have 
given us an opportunity to experience something 
which none of the participants will soon forget. 

The ease with which we may perform any of the 
actions or interactions needed with the aid of 
nothing except a trusty Joystick (not included) adds 
much to the appreciation of the high quality 
graphics to be found in the Heart of Africa. In 
fact, so interesting and enjoyable is the quest, that 
some have made it a point of honor to seek out all 
of the deposits before finding the Tomb and ending 
the quest. Another stalwart explorer set himself the 
additional goal of finding every mountain peak of 
fame and the source of every great river. Any 
number of such private quests are possible, which 
only adds to the "worthiness" of this singular 
opportunity. For those of you who enjoyed the 
thrill of discovery as you found new territories to 
the far west of Spain and for all others who long 
for an adventure the like of which movies are made 
(Where is Stewart Granger when you need him?), 
this journey into the Heart Of Africa may be just 
the thing. 


MILITARY STRATEGY 
DESIGNERS/PROGRAMMERS 


MicroProse Software — the leader in simulation soft- 
ware for home computers, is looking for a few of the best 
top-flight professionals to join our rapidly growing simula- 
tion software design team in beautiful Hunt Valley, Mary- 
land. Qualified individuals will have a genuine interest and 
commitment to military strategy game design and expe- 
rience in machine language programming on 6502, 8088, 
or 68000 microcomputers. 

We offer a challenging, super-charged environment 
where your outstanding effort and commitment will be 
recognized and rewarded. You’ll be part of a first-rate 
design team — our simulations continue to be ranked at 
the top of the software best-seller charts. So, if outstanding 
compensation, profit sharing, future equity, recognition 
and the opportunity to be part of a dynamic organization is 
what you’re aiming for, send your resume-principals only 
please-to: 

John Harris 

Manager, Software Department 
Software Submissions Welcome 



SIMULATION • SOFTWARE 


120 LAKEFRONT DRIVE •HUNT VALLEY, MD21030«301-667-1151 


STAR FLEET I 



The War Begins 


The smash hit for the IBM PC and compatibles is now 
available for the Commodore 64 and Atari computers ! 
. . . STAR FLEET I, The War Begins is the first in the FLEET series 
of strategic space battle simulations. What do the experts think . . . 
“ I call STAR FLEET I the world’s most elaborate star battles game . . . It's not just a 
game, it’s darned near a career ..." — Admiral Jerry Pbumelle, Byt# 

“ STAR FLEET I is a truly captivating game, providing fast - paced action and blossoming 
with extraordinary color and sound effects . . . The entire manual should be adopted 
as an industry standard — Creative Computing 

" Indisputably the most complex and challenging ( star battles ) strategy game ever 
made . . . STAR FLEET I is a deluxe job all the way. ’’ — Computer Entertainment 
"STAR FLEET I is a remarkably slick, professional offering . . . This is a game that 
can reaUy hold your attention.’’ — Software Nowl 

“. . . state ' of • the - art for space games. ’’ — Computer Gaming World (Sep '85 ) 

• Includes 98 page manual, quick reference card 

• Registered owners receive free 65 page Training Manual 

• Requires 128k PC/PCjr or compatible, 25 6k Tl PC, ( 1 drive 80 cols); 
Commodore 64, ATARI (48k). Apple and Macintosh versions 
available soon. 

• Call the nationwide FLEET HDQ BBS (713-997-1369) 

New, also from CYGNUS for the Commodore 64 . . . 
QUIZAMI State-of-the-art in computer trivia games; 8 boards, 
1 -8 players, over 2000 questions. Includes QUIZZER which allows 
you to create your own question diskettes ! 

Stinger! — Action-packed space game with 10 levels of difficul- 
ty, dazzling graphics and sound effects. 

STAR FLEET I - $49.95 


cimui 

the bright new star in software 

P.O. BOX 57825 
Webster, TX 77598 
(713) 486-4163 


QUIZAMI - $39.95 

Stinger! - $34.95 

Add $2 postage/handling 
Texas residents add sales fox. 

For Credit Card orders: 
(800) 622-4070 (nationwide)! 
(800) 942-7317 (Illinois only)| 
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TAEKWONDO 


^l:‘ 

M 


...challengins arcade game of the martial art 

TAEKWONDO. Championship sparring game of 
skill with input from professionals. Synthetic A.I. 
Includes instruction book. Uses 
Apple or Commodore 64, one disk drive, 2nd joystick 
(optional), Mockingboard (optional). sua. .cum $29.95 



MEGAVENTURE 1: 

Proton Quest 

2 PROGRAMS IN ONE 

Designer Disk AND Scenario 

Create your own adventure or 
use ours. Chemistry fans — be- 
ware of putting the wrong ele 
ments together. Fun and learn- 
ing with arcade action. Icons, monsters and dungeons abound - or 
make your own! An adventure unparalled in the marketplace. Apple 
only but others due soon. sus.r.uii $39.95 

Available after January 1, 1986 

WRITE OR CALL FOR MORE INFORMATION 
ASK FOR OUR FREE CATALOG 

EARTHWARE COMPUTER SERVICES 

P.O. Box 30039 • Eugene, OR 97403 
503/344-3383 
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Continued from pg. 11 

even allows gamers to choose between two different 
scrolling systems to navigate around the maps! Let’s 
just say you’ll love the view! 



UF! automatically determines how far a particu- 
lar unit may move in the time allotted and counts 
off the number of time periods (24 per turn) a unit 
will require to reach its assigned position. Move- 
ment may even extend into the next turn. Players 
may choose either standard movement or 
"Scounting", a movement option that simulates com- 
bat units carefully using cover and terrain to the 
best advantage to avoid revealing themselves during 
movement. 

During the Execution Phase the computer de- 
termines Line of Sight between units. This "Double 


+ GAME CONTROLLERS + 

Finally a Professional game controller for ATARI Systems 
A controller that will boost your playing ability to 



STARCON 5200 $35.00 STARCON 2600 $25.00 

The STARCON 5200 controller features: 

• Works on all 5200 systems 

• Arcade JOYSTICK and FIRE buttons 

• Perfect size for comfortable play 

14”x12”x3” 

• Convenient keyboard and control buttons 

• Rugged case for long life 

• 1 0 foot long controller cord 

The STARCON 2600 controller has all the features 
of the 5200 (less keyboard and control buttons) but 
works on the Atari 800, 400, and 2600 systems. 
Once you try a STARCON controller you will 
wonder how you ever got along without one. 


Mail to: STARCON 

33141 39th Ave. S.W. 

Federal Way, WA 98023 

Mail cashiers check, money order, personal check {allow 2 weeks to 
clear) plus $2.00 shipping per controller. Washington residents add 
7.8% sales tax. 


Blind" system permits units to sight opposing forces 
while remaining concealed themselves. In addition 
terrain may create blind spots, such as reverse 
slopes, and scenarios set in different season will in 
turn offer different perspectives. Defoliated trees in 
Fall for example offer less concealment to emplaced 
troops and vehicles. Units, when sighted by enemy 
forces will be revealed on the UF! map board. 
Should, however, your units lose "sight" of the 
enemy they will just as promptly disappear! 

Combat control, or just what, where and when a 
unit fires at the enemy, may be either "player" 
controlled, "computer" controlled or "Leader Con- 
trolled." This last is a game option that neatly sim- 
ulates command control limitations of small unit 
combat. Only those units within 100 meters will be 
directly under your control as combat leader, the 
rest of your combat teams orders will come from 
your trusty computer! 

UF! brings a wealth of detail to game play. 
Combat units may be either "Green", "Seasoned" or 
"Crack". The more experienced a unit the more 
accurate its fire, and the less likely it will break 
under pressure and the more likely it will achieve 
its objective. Units in UF! are "burdened" (Anyone 
who ever labored under a full field pack knows 
what that means!) by the weight of their supplies, 
weapons and ammunition. Once at their objective 
units may deploy for combat and even "dig in," im- 
proving their positions and making life generally 
miserable for the units assigned to clear them out. 
Squads with more than one weapons type can even 
elect to use multiple weapons firing on different 
targets. Should a tank or vehicle suffer damage its 
surviving crew can "bail out" of the wrecked vehi- 
cle and slog along with the infantry. One very nice 
touch is the concept of unit density. Especially at 
the lower game scales squads can suffer greater 
casualties if they’re not sufficiently spread out. 

"OK YOU GUYS, WHO’S GOING TO FALL ON 
THE GRENADE?" 

UF! is a superb simulation of WWII tactical 
combat that is as playable as it is detailed. It 
probably says something that the author researched 
UF! at West Point, gathering a wealth of data and 
statistics to insure that the game faithfully recreates 
the "feel" of squad level combat. Indeed Ralph 
Bosson has combined a superb gaming system, daz- 
zling graphics, & sound, an innovative design and 
finally a challenging solitaire opponent. As a game 
design system UF! offers some of its greatest po- 
tential. Gamers can design scenarios from scratch, 
build their own combat teams, "buy" their equip- 
ment, weapons and vehicles, create their own maps 
and finally determine the games objectives and 
victory conditions. And all of this on an 8-bit Ap- 
ple II! A must for Apple computer wargamers. 


[Ed. Note: We agree with the reviewer. UF! is a 
very good game (the best from AH yet!) and should 
easily end up in the top 10 on our RID rating chart. 
However, we feel the game is too slow. A speed-up 
card like SPEED DEMON(tm) helps, but even then 
it seems slow at times. This problem aside, we agree 
that UF! is a must for Apple computer wargamers.] 


46 




You’ll need skill and cunning to outwit 
SABERHAGEN’S deadly BERSERKERS in 

mmm 

OUT OF 

mAmm 


MniM OFFICIAL COMPUTER 

ra u in gaming world clothing 

FROM NOBLE SCREEN A ‘ COMPUTER 
OFFICIAL LOGO PRINTEO - G AMIIMG 

IN WHITE ANO REO LJU \A/ORLD 


THE JOLN^AL OF COMPUTER GAfN 


•STRATEGY.TACTICS.ARCADE ACTION* 

A MULTI-TIERED GAME ENVIRONMENT 
•Saberhagen’s original short story 
WINGS OUT OF SHADOW 
•Map of the Taynarus Nebula 
•Schematic of your ship the JUDITH 
APPLE® II+, lie, Me (48k) 

IBM-PC, PCjr® (128k) 

BERSERKER WORKS LTD 
PO BOX 14268 
ALBUQUERQUE, NM 87191 
505-298-3237 

® APPLE is a TM of Apple Computer, Inc. 

IBM is a TM of International Business Machines. Inc. 
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\prft I 


beefy-tI 

FRONT I 


BEEFY-T 

BACK 


1. POLO SHIRT 
50/50 Jersey 
Knit with 
Pocket 
Avaiiabie in 
Lt. Biue, Navy, 

& Biack 
$16.00 
S, M, L, XL 


2, BEEFY-T SHIRT 
100% Cotton Heavy 
Quality, High Crew 
Coilar 
Avaiiabie in 
Lt. Biue, Navy 
& Biack 
$10.00 
S, M, L, XL 


Cataloge of Computer T-Shirt Designs 
Available FREE with Your Self Addressed 
Stamped Envelope Sent To NOBLE SCREEN 


3. JACKET 
65% Poiyester 
35% Cotton 
Water Resistant 
Popiin, Double 
Button Collar 
and Cuffs, 
Zippered Front, 
Side Pockets. 
Available in 
Lt. Blue, Navy 
& Black 
$28.00 
S, M, L, XL 


ALSO 


$10.00 
S, M, L, XL 


BAYEUX TAPESTRY 1066 


HALLEY’S COMET 
BEEFY-T SHIRTS 

IN FOUR COLORS 






HALLEY’S COMET 1986 


GIOTTO neSTS HRLLE'J 
ORRCO lO-IR loss 


BLACK 


4. BAYEUX T-SHIRT 5. GIOTTO T-SHIRT 

SEND CHECK OR M.O. PLUS $2.00 POSTAGE TO: 


NOBLE 

SCREEN 


1. POLO SHIRT 

2. BEEFY T-SHIRT 

3. JACKET 

4. BAYEUX 

5. GIOTTO 

NAME 

STREET 

CITY 


2620 A Segerstrom 
Santa Ana, CA 92704 


SIZE COLOR QUANTITY 


. STATE. 
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The new year brings us yet another chapter in the TI99. Average response is the average number 

the continuing saga of RID. The new items this is- of readers rating a particular game. For example, 

sue are machine(s) and average response. Kampfgruppe has been rated three times and gen- 

"Machines" is self-explanatory, with ALL denoting erated an average of 139 responses per time rated, 

the machines supported by CGW. It does not refer Readers may use this figure to get a feel for the 

to such wonderful machines as Adam, Osborne or statistical relevance of a particular rating. 



Strategy 


Adventure/ Action 

Name 

Mfg Machine Tms Avg Rating 

Name 

Mfg Machine Tms Avg Rating 


Rtd Rsd 


Rtd Rsd 


Kampfgruppe 

SSI 

C,Ap,At 

3 

139 

7.94 

Wizardry 

SirTe 

Ap.I 

16 

73 

7.76 

Mech Brigade 

SSI 

C.Ap 

2 

71 

7.69 

Ultima III 

Orgn 

ALL 

10 

107 

7.64 

M.U.L.E. 

EA 

C,At 

13 

81 

7.51 

Enchanter 

Inf cm 

ALL 

1 

28 

7.50 

Decision in Desert 

MicPr 

C,At 

1 

38 

7.42 

Phantasie 

SSI 

C.Ap 

3 

71 

7.43 

War in Russia 

SSI 

Ap.At 

6 

71 

7.40 

F-15 Strike Egl 

MicPr 

ALL 

5 

140 

7.21 

Ancient Art of War 

Brodr 

I.M 

4 

26 

7.33 

Knight of Diamonds 

SirTe 

Ap 

11 

53 

7.19 

Crusade in Europe 

MicPr 

C, Ap.At 

3 

82 

7.33 

Legacy of Llygamyn 

SirTe 

Ap 

7 

58 

7.18 

Fighter Command 

SSI 

C.Ap 

8 

43 

7.24 

Archon I 

EA 

ALL 

10 

98 

7.14 

Guadalcanal Camp. 

SSI 

Ap 

9 

48 

7.24 

Choplifter 

Brodr 

ALL 

4 

79 

7.13 

Seven Cities Gold 

EA 

ALL 

7 

118 

7.20 

One on One 

EA 

ALL 

7 

74 

7.13 

Breakthru Ardennes 

SSI 

C.Ap. At 

2 

36 

7.19 

Questron 

SSI 

C, Ap.At 

5 

97 

7.13 

Carriers at War 

SSG 

C.Ap 

4 

81 

7.17 

Galactc Advntures 

SSI 

Ap.At 

3 

29 

7.10 

Reach for Stars 

SSG 

C,Ap 

4 

50 

7.12 

Zork Series 

Inf cm 

Ap.At, I 

7 

122 

7.09 

Combat Leader 

SSI 

C.At 

5 

56 

7.11 

Pinball Con Set 

EA 

C.Ap, At 

4 

47 

7.08 

Operation Mkt Grdn 

SSI 

C.Ap. At 

3 

60 

7.11 

Lode Runner 

EA 

ALL 

6 

60 

7.07 

Computer Baseball 

SSI 

ALL 

6 

36 

7.10 

Sorcerer 

Inf cm 

ALL 

5 

58 

7.07 

Micro League BB 

MicLg 

ALL 

3 

84 

7.09 

Ultima II 

Siera 

Ap 

8 

61 

7.00 

Galactic Glad. 

SSI 

Ap.I 

3 

32 

7.07 

Ultima I 

CalPa 

Ap 

2 

48 

6.96 

Flight Sim II 

subLg 

C. Ap.At 

5 

91 

7.05 

Deadline 

Inf cm 

Ap.At, I 

3 

44 

6.94 

Carrier Force 

SSI 

C.Ap, At 

5 

108 

7.04 

Hitchhiker's Guide 

Inf cm 

ALL 

4 

108 

6.86 

Field of Fi re 

SSI 

C.At 

4 

72 

7.01 

Olympic Decathlon 

McSft 

ALL 

4 

63 

6.86 

Computer Ambush 

SSI 

C, Ap.At 

5 

46 

6.93 

Planetfal 1 

Inf cm 

ALL 

3 

51 

6.86 

Colonial Conquest 

SSI 

C.At 

1 

55 

6.89 

Summer Games 

Epyx 

C.At 

2 

35 

6.79 

Excalibur 

Atari 

At 

1 

40 

6.85 

Racing Dest Set 

EA 

C 

3 

49 

6.78 

Cosmic Balance 

SSI 

C, Ap.At 

5 

84 

6.83 

Rescue Raiders 

SirTe 

Ap 

2 

45 

6.77 

Bomb Al ley 

SSI 

Ap 

4 

32 

6.82 

Karateka 

Brodr 

C.Ap, At 

2 

57 

6.75 

Eastern Front 

Atari 

At 

4 

61 

6.81 

Wishbringer 

Inf cm 

ALL 

1 

36 

6.75 

Southern Command 

SSI 

Ap 

5 

40 

6.79 

Bal Iblazer 

Epyx 

C.At 

3 

66 

6.68 

Kennedy Approach 

MicPr 

C.At 

3 

43 

6.78 

Rescue Fractal us 

Epyx 

C.At 

3 

71 

6.68 

Star League BB 

GmStr 

C.Ap 

1 

73 

6.78 

Archon II 

EA 

C, Ap.At 

4 

76 

6.64 

Battle for Normndy 

SSI 

ALL 

2 

47 

6.77 

Advent Con Set 

EA 

C.At 

2 

49 

6.63 

Gato 

SpHb 

Ap.I.M 

3 

79 

6.77 

Suspended 

Inf cm 

Ap.At, I 

6 

61 

6.63 

Gulf strike 

AH 

At 

4 

33 

6.75 

Spy vs Spy 

IstSt 

C, Ap.At 

1 

25 

6.56 

Geopolitique 1990 

SSI 

C.Ap 

3 

29 

6.73 

Mig Alley Ace 

MicPr 

C.At 

3 

40 

6.55 

Universe 

OmTrn 

Ap.I.M 

3 

46 

6.73 

Super Bowl Sunday 

AH 

C 

1 

26 

6.55 

North Atlantic 86 

SSI 

Ap 

2 

72 

6.65 

Suspect 

Inf cm 

Ap.At, I 

2 

48 

6.39 

Cartels & Cthrts 

SSI 

C.Ap, I 

4 

24 

6.62 

Infidel 

Inf cm 

ALL 

3 

52 

6.38 

Knights of Desert 

SSI 

ALL 

5 

63 

6.61 

Gemstone Warrior 

SSI 

C, Ap.At 

3 

76 

6.36 

Rails West 

SSI 

C.Ap, At 

3 

68 

6.57 

Mail Order Monstr 

EA 

C 

1 

48 

6.35 

Computer Qrtrback 

SSI 

C, Ap.At 

2 

91 

6.48 

Sky Fox 

EA 

Ap.I 

1 

98 

6.34 

Robotwar 

Muse 

Ap 

3 

37 

6.44 

Mask of the Sun 

Brodr 

Ap 

1 

26 

6.27 

Chickamauga 

GDW 

At 

1 

26 

6.38 

Witness 

Inf cm 

ALL 

2 

33 

6.22 

Imperium Galactum 

SSI 

C.Ap, At 

1 

118 

6.34 

Blue Max 

Synps 

C.At 

1 

133 

6.20 

Legionnai re 

AH 

C, Ap.At 

3 

51 

6.31 

Six Gun Shootout 

SSI 

C.Ap, At 

2 

68 

6.20 

Broadsides 

SSI 

C.Ap, At 

4 

119 

6.23 

Seastalker 

Inf cm 

ALL 

1 

46 

6.17 

Fortress 

SSI 

C.Ap, At 

2 

31 

6.16 

Sword of Kadash 

Pengn 


2 

34 

6.09 

Nato Commander 

MicPr 

C.Ap, At 

2 

41 

6.10 

Murder on Zinder 

EA 

ALL 

4 

71 

6.08 

T.A.C. 

AH 

C, Ap.At 

1 

41 

6.00 

Lordlings of Yore 

Sftlr 

Ap 

2 

25 

5.84 

Andromeda Conq 

AH 

Ap.At, I 

1 

40 

5.67 

Zen j i 

Actvs 

C.Ap 

1 

28 

5.54 

Dnieper Rvr Line 

AH 

ALL 

1 

46 

5.00 

Telengard 

AH 

C.Ap, At 

3 

25 

5.11 
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(No I.D. required for half-elves.) 


When the Going Gets Tough, 
the Bard Goes Drinking* 



LJk nd the going is tough 
JL JL in Skara Brae town. 
The evil wizard Mangar 
has cast an eternal winter 
spell. Monsters control 
the streets and dun- 
geons beneath. Good 
citizens fear for their 
lives. What’s worse, 
there’s only one tavern 
left that serves wine. 

But the Bard knows 
no fear. With his trusty 
harp and a few rowdy 
minstrel songs he claims 


are magic, the Bard is ready 
to boogie. All he needs is 
a band of loyal followers; 
a light-fingered rogue to 
find secret doors, a 
couple of fighters 
to bash heads, a con- 
jurer to create weird 
allies, a magician for 
magic armor. 

Then it’s off to com- 
bat, as soon as the Bard 
finishes one more verse. 
Now what’s a word that 
rhymes with “dead ogre? ” 




paro’s 


You are startled 
by a Sri» swarl. 
Before youj you 
see I Red dragoit 


tfill your 
stalwart batnd 
choose to <r>isfh£ 
or <K)un? 



4 classes of magic user, including 
wizard and sorceror. 85 new 
magic spells in all. 


128 color monsters, many 
animated. All challenging. 


Full-color scrolling dungeons. 
16 levels, each better than the 
one before. 3-D city, too. 



use 

Ik. 



■J 

L. 




The Bard's Tale™ 


from 



ELECTRONIC ARTS 


Specs: 100% machine language, 400K worth on 2 disks. 64K RAM minimum; enhanced for 128K. Now available for Apple II family for $44-95. C'64 &. 128 for $39.95. 
To order: Visit your retailer or call (800) 227-6703 (In Calif, call (800) 632-7979) for VISA or MasterCard orders. To purchase by mail, send check or money order to Electronic 
Arts, PO. Box 306, Half Moon Bay, CA 94109. Add $3 for insured shipping and handling. Allow 1-4 weeks for delivery. The Bards Tale is worth the wait. 

Apple is a trademark of Apple Computer. Wizardry is a registered trademark of Sir-Tech Software, Inc. Ultima is a registered trademark of Richard Garriott. The Bard’s Tale and 
Electronic Arts are trademarks of Electronic Arts. For a copy of our complete catalogue and direct order form, send $.50 and a stamped, self-addressed envelope to Electronic 
Arts, 2755 Campus Drive. San Mateo CA 94403. 








THE ULTIMATE 

IN MARTIAL ARTS SIMULATIONS 



•Vlii.*'! 


pm:' 


Commodore 64 


80 RANCHO DRIVE • MILL VALLEY, CA 94941 • (415) 383-9005 


Send check ot Money Order VISA and Mastercard accepted Include name, address and phone number and S2 00 for shipping and handling Cai«fornia residents add 6 5^c sales 'a: 
Apple and Commodore 64 are registered trademarks of Apple Coniputer inc and Commodore Electronics Ltd respectively 


A UNIQUE AND EXCITING GAME FEATURING . . . 

• individual fighter creation • five martial art styles • belt rank promotions • record of top 10 fighters 

• multi-player participation • work outs with instructors • four tournament divisions • full fighter control 

$34.95 Uses keyboard, paddles or joystick. If not at your local computer store, order directly from: 


Competition Karote 


mm 





